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POW ER TIPS BOOK 2 


Introduction 


Welcome 
to the 
next level! 


Welcome to the most explosive 
collection of tips and playing guides 
ever compiled for your Sega 
Genesis! This 100% official book 
gives you the low-down on the 
hottest Sega Genesis games — over 
100 pages packed with everything 
from the all-action Jungle Strike, 


through to the gripping suspense of 
Shadow of the Beast 2. 
Get ready for the very best 


ФУ, 
gaming information. Take а look at 
the massive eight page extended 
play treatments. Every level, every 
answer — every time! Only the very 
best games deserve such in-depth 
coverage, so you can expect to 
master the greats like Ecco the 

Dolphin, Rolo to the 
Rescue, Krusty's 
Super Funhouse 
and Flashback — 
not forgetting the 
ultimate action 
game — Sonic the 
Hedgehog 2. 
Welcome to the 
next level! 


ACTION 


B> You brought the Aliens onto 
this planet so guess it's only 
fair that you should try and 
eliminate them. 


here's not the space here for a total game solution. So what we see here are maps to the final two levels of Alier?. These are 
the levels that will probably give you the most hassle (you should be able to reach this point in the game using your own wit 
and cunning). Each map clearly shows you where to go and the best order of taking the hostages. Also, don't forget to use 

the secret passageways and vour wide và 


sty of weapons. Now let's go! 


5 Level 14 — 6 hostages 


YOU'VE GOT TO watch the clock here. The first really difficult part is the jump from 
the elevator to the platform when you go to rescue the second hostage. If you miss 
the jump you'll have to go back and that can take some time. Ignore the ladders that 
just break off because the game won't let you fall off anyhow. If you pick up the two 
batteries (marked B on the map) you should have no problems sighting any Aliens 
before they show up. Now go rescue the other hostages! 


» Left/right movement: Ripley 
runs left and right 

e Up movement: Ripley 
climbs 

» Down movement: 
Ripley crouches 
or descends 

ladder 


Fires gun Changes selected 


weapon 


Level 15 — 7 hostages 


Last Guardians 


AND YOU THOUGHT the previous level was hard. You need 
plenty of ammo here, but the best weapon by far is the 
grenade launcher. 

Fall down from the ledge you're standing on. Crouch down 
and wait for the first Alien to jump at you. Crouching down 
and pressing button A makes you fire faster, so it's wise to 
stay right where you are. You'll probably get hit but that's 
О.К. Stay here until you've killed the first Alien. When he's 
dead, jump down to the right and stand in the corner. Do the 
same as before, then run to the exit which is in the top right 
corner. Use the elevator. And that's all — you've finished! 


THIS 1$ THE LAST hostage 
level of the game. There're 
awkward jumps, platforms that 
fall to the ground when you 
stand on them and a whole lot 
of Aliens waiting to jump out 
at you from all over the place. 
Because the level is well 
spaced out, be careful with 
your jumps: if you fall you'll 
either land on a moving 
platform that takes you a long 
way off or you'll fall a great 
istance and lose a lot of 
energy. 

Keep to the route, because 
15 definitely the best way to 
о. The real tricky part is col- 
lecting the last four hostages. 
he falling chutes can be 
angerous and avoiding every- 
thing else is pretty difficult, 
too. Once you've collected the 
ast hostage you can climb 
own the ladder and walk 
toward the exit — but watch 
out for the three Aliens that 
ump out of the ground, they 
don't show on the motion 
tracker. 


eee 


HOSTAGE: Believe it or not, you 
rescue these 


BATTERY: Keeps your Motion 
Tracker working 


R: Blow it up or use the 
ntrols to open it 


ME THROWER АММО: Very 
ul indeed 


T: Check out where it goes 
if you need to use it 


PACK: Restores 
of your energy 


E RIFLE АММО: For a very 
weapon 


ROCKET LAUNCHER АММО: 
For your most powerful weapon 


ALIEN EGGS: Don't get to close, 
or a face-hugger will jump out 


SECRET PASSAGES: Jump 
through these 


EXIT: Or even an entrance for 
that matter 


А LIFT: Use it 


A FALLING PIECE OF 
PLATFORM: very nasty 


FIRE: Don't step or fall on it 


A MOVING PLATFORM: 
The arrow points in the direction 
it moves 


LADDER: Avoid the ladders 
which don't reach the 
platform below. You can't die, 
but you will lose time. 


FALLING CHUTE: The 
distance you fall determines 
how much energy you use. 


EAD END on the end of a 
ег. 


THER FALLING CHUTE: You 
can decide on the direction in 
which you exit this chute. Just 
hold down the pad for the 
direction you want. 


ACTION 


ANOTHER WORLD 
OUT OF THIS WORLD 


Famous for its fluid animation and tense, atmospheric settings, Another World has set the standard 
for arcade/puzzle games. But it can drive you crazy — so these tips should be a big help. 


our Ferrari screeches to a halt outside the laboratory. The secret project you're involved in has reached its peak and 
tonight will be the final test to see if all the hard work will pay off. The skies grow dark as you step into the elevator, 
and descend to the lower depths of the lab. You key in your access code and stride towards the main computer 

terminal. With each second that passes you grow increasingly concerned, but the time has come — it's now or never... 


STAGE ONE 

At the start, simply press up. You'll find yourself in the wastelands of level one. Kill every slug and contin- 
ue right until the demonic beast appears. As soon as it does, run left. When you reach the cliff, jump off. If 
your timing was right, you'll grab a vine and be flung away from the pursuing animal. Run right to proceed 
to level two. Here you find yourself locked in a cage with an alien — don't worry he's a friend and needs 
your help to escape. To break free from the cage, continually rock it back and forth. Once you're free 
there's a gun on the floor near to the exit — pick it up or it's game over man! 


STAGE TWO 
Follow your new friend far right, killing the ene- 


STAGE THREE 


STAGE FOUR 

To free your alien buddy from the passage, 
run right blowing away all the guards you 
encounter and go down the first flight of 
stairs. Jump onto the floor and continue left, 
again blasting the guards until stumbling into 
a room with a chandelier. Shoot this to free 
the trapped alien. Head right, jump in the 
water and swim down, using the underwater 
air pockets. Directly underneath the second 
pocket is a shaft which leads to a power line. 
Blast this and swim to the surface. 


To roll through the tunnels tumble left, drop, right, drop. right, drop, left, drop, right, drop. 


In the next level there’s a useful generator to charge up your gun. Shoot the doors and take out the guard а 
few screens on. There's only one way to get across the cliff — jump. 

After blasting the wall you'll be in a huge cavern. Drop down the first shafts to reach the bottom of the cave. 
Now just continue right, but avoid the falling boulders, tentacles and sharp-toothed pits. Again, use speed 
and well-timed jumps. At the end blow seven shades out of the wall. 

Retrace your steps to the cave entrance. When you reach the screen which features a bird, clamber onto the 
ledge beside it and fire. Jump onto the stalactite and climb up. Leap from one stalactite to another until you 
reach the tentacles, now chomping on the 
scared bird. Keep going to the large anvil 
тоск. Stand on the left-hand side and shoot 
at it to form a walkway. Walk up this and 
continue right, leaping the pits. You should 
come across the bottom of a huge reservoir; 
blast this and sprint back to the start of the 
cavern. From here, you can venture right and 
get across the waterless waterfall. 


mies behind. Form plenty of shields when he's 
hot-wiring the fuses, or you'll be shot. 

Take the elevator to the very bottom of the level; 
here you'll see another fuse which needs blast- 
ing. Using the elevator, travel to the second floor 
— the guards should be locked in. Blow up the 
door and go far left before the guards can escape. 
Your alien buddy will discover an escape tunnel. 


STAGE FIVE 

Now walk left, up the stairs and right to find a 
crouching guard. Go as near to the three doors 
as possible and assemble some shields. Step 


joypad controls 


Up — Nothing 
Down — Crouch 
Left — Walk le 
Right — 


closer to open the doors and then step hack to Walk right 

shut them. The guard will fry himself! Sprint 

right and use the gun charge before firing at the 

green globe in the following screen (making sure 

the guard's reflection appears in it first). 

Make your way back to the water, swim across 

and head right. Fire/run 


Fire/run 


Jump 


STAGE NINE 
Down the stairs, fall into the hole, run right, and when the lasers stop firing and you're at the right edge 
of the screen, stop. Fire your gun to illuminate the area and jump over the pit flicking the switch at the 
end. Go down the hole and sprint right. Use the lift and walk left. Follow the alien right. 

STAGE SIX 

Jump down the pit and blast the wall to the 

right. As soon as you do, run right to the end of 

the corridor (the lasers should just miss you) and 

create a shield. When the alien gives you a 

helping hand, stand on the left of the pit and 

wait for the gunfire and boulder. 


STAGE SEVEN 

As the giant runs into the building walk to the 

left, then right, to get yourself up on the back- 7 STAGE TEN 

ground. Once on the other side of the building, j ^ In the vehicle, jab at all the but- 

go in and rescue your friend. tons to trigger the escape pods. 
Finally, run right and blast the 
guards. When the final scene 
takes place, сгам to the levers 
on the right and when the guard 
strides forward pull them both. 
Immediately crawl left to be tele- 
ported away for a peaceful end 
sequence. 


STAGE EIGHT 
When out of the building run right and the alien will help you reach the veranda. Follow this up with a Level codes 


jump to the left and polish off the two awaiting enemies. 
At the sliding door, stop before it and aim at the dis- Level 1—LDKD Level 7 — TXHF 


tant guard who closes it. Level y] 2 HTDC Level 8 

Run right and up the stairs hefore placing a shield to 

your left followed by a power shot. Wait for the guard - Level 3 — TBHK (part 1) — ЕК 
to destroy the blockade and then destroy him. Jump Level 4 === HBHK Level 8 


down the hole that's left, and fire another power shot. Level 5 xc ВЕТО (part 2) TN на 
| Leap into the center shaft, blast the wall and go back Level 6 МЕ TBHK 


up the shaft and the hole on the left. 


THE AQUATIC GAMES 


sarne JAMES POND 
AND THE AQUABATS 


There's plenty of multi-event athletics games about, a form of game pioneered by that classic 
arcade machine, — ‘Track and Field’. It has heen imitated many times, almost to the point 
where the gamestyle lost much of its appeal. 

Then Electronic Arts breathed new life into the genre with a novel and amusing new approach 
to the classic:formula. 


aving trouble helping James Pond and his aquatic 
buddies complete the tough tests they face in the 
Aquatic Games? 

Read on to discover all the hints and tips you'll need 
to get onto the podium and capture that elusive gold medal 


GETTING 
STARTED 


The problem most often encountered when trying to get to grips 
with multi-event games involving different skills for each section is 
the fact that each needs to be practiced individually. It can be real 
pain playing through to the section you wish to practise only to fail 
within seconds and have to start again 
Fortunately Aquatic Games incorporates a handy practice mode 
allowing you to play any event from the eight on offer individually 
It's therefore advisable to extensively practice each skill 

before diving straight into the 
full competition 

There are two settings for prac 
tice mode. Get used to the con- 
trols for each event in ‘easy’ 
mode then choose ‘normal’ to 
assess your progress 


Sometime ago, a new 
hero appeared on the 
console scene to do 
battle with the extra- 
ordinarily devious 
Doctor Maybe. His 
name was James 
Pond —underwater 
agent, an operative 
for the top-secret marine espionage department, FISH 

After defeating Maybe and saving the world, all was quiet on the 
fishy front for some time. Quiet until Maybe re-emerged, this time 
setting up his base at the North Pole but his plan remained the 
same — world domination. Again Pond was called in to deal with 
the situation. This time Pond's people decided to increase the 
odds in their favour by creating a powerful mechanical suit for 
him to wear. And so began his second adventure, Codename 
Robocod 

After all this, 
Electronic Arts 
decided their aquat- 
ic hero needed some 
relaxation. So, team- 
ing him up with sev- 
eral friends, EA аы 


brought us The [ заме 
я ши: 


Aquatic Games nouste бв Е 


PENGUIN 


ТЕ 


EEN coc END 


LET'S TAKE A MORE IN DEPTH LOOK AT = Se at EPER SPLASH 


THOSE SECTIONS FOR A HELPING HAND 
TOWARDS THAT ELUSIVE GOLD MEDAL. 


This is basically a straight sprint, the 
splash relating to the fact that most of 
the course is underwater. Fret not, 
though. If you pick up enough speed 
off the starting line, you can skim the 
surface of the water without sinking 
Watch out, though: if you do lose too much speed, you slowly sink 
up to your eyeballs and regaining momentum is rather difficult 
Running speed is gained from rapidly pressing A and B alternately. 
A good little cheat if you happen to own a ‘Turbo’ joypad is to hold 
down the Turbo button at the same time as hitting A and B 

This has the effect of adding a couple of units onto your overall 
energy. A bonus that you will really welcome! 

While running, you sometimes see birds perched on wires above 
the track. Jump into these (using button C) for bonus points. 


А Pih S 


This trampoline-style section should 
be pretty straightforward, as long as 
you're systematic in your approach 
You need to complete six of each 
move inside the time limit but it's 
easy to lose track of those you've 
already done. The best method is simply to count. Do six twists, 
then six forward somersaults, then six backward, then the combi- 
nation moves. This way you should be able to complete the 
required amount of each with minimal fuss 


KIPPER WATCHING FEEDING TIME 
Sd ИТ 


n this curious event, you play the 

part of Ceceelia the Seal. Your job is 

to deflect flying beach balls away 

rom other sleeping seals on the 

beach. If they're hit they wake up, 
another collision and they leave 

Should more than two go, you've failed 
his one's played against the clock so you just need to survive 
or a set amount of time. Always jump into the balls at an angle 
otherwise they fly straight up in the air and fall right back down SHELL SHOOTING 
again. Your priority is to hit them off the screen. If you miss one, 
or fail to hit one clear of the screen, you soon find too many 
balls appearing to be dealt with so try and dispose of them 
immediately that they appear. Take advantage of extra speed by 
pressing C in conjunction with D-pad left/right 


«| Probably the easiest event. You can 
t | fill the bucket, (button B), on either 
side of the screen and it holds plenty. Я 

You never need more than four bits of ШИ 
food to knock a fish back into the sismo mmm 
water but don't get carried away. Fill 
the bucket at every opportunity so you don't run out as things start 
to hot up towards the end 


Rather tricky, this one. You need to 
land on the edge of the limpet shells 
(land in the middle and you crush 
them) to flip them up. However, try to 
land as near the middle as possible 
or they flick out sideways making it 
very difficult to catch them. Also look out for green ones. Jump оп 
these and you can bounce off to hit the balloons yourself. They 
accelerate once you've hit one but if you're quick, you can catch 
them once more before they escape offscreen 


-fortesque Frog is your character for 
his one. As with the 100, it's A/B 
ashing for speed (note the Turbo 
heat works here also) then jump as 
ose to the sign as possible for maxi- 
mum distance. When you land keep 
waggling to increase take-off angle — but there's no time for fine 
adjustments. As soon as it looks vaguely right, hit C to jump. 


сос c 


TOUR DE GRASS 


Once the odd ‘rolling’ motion of the D- 
pad becomes second nature, all that’s 
left to do is jump at the appropriate 
moments. If you want to get the 
bonus, you need to memorise the fimm i E 
course as platforms move past rather 
too quickly to rely on reactions 


LEAP FROG 


Another froggy event, it plays very 
similar to the ‘Tour de Grass’, the main 
difference being that it reverts back to 
the A/B routine rather than using the 

D-pad to gain speed. Be careful not to 
jump too late or you risk colliding with 
the hurdles in mid-air. Also watch out for the puddles which bring 
you to a near standstill 


ЕВА Є— 


© 


ACTION 


Gotham's still night air is 


disturbed hy a spine chill- 

ing laugh. The Joker has 

returned — can Batman 

triumph this time? With REVENGE ОЕ Ш Е JOKER 
muscles bulging, out goes 


the Caped Crusader for yet 
another romp. 


he Joker's escaped from prison in Gotham City again. So, predictably, 
Batman's off to sort him out. Not too difficult a game to complete, what 
with the infinite continues, but that health bar makes life difficult. So read 

on to find out just how to defeat the bosses and foil the Joker's evil plot 


LEVEL + GOTHAM CITY CATHEDRAL 


CATHEDRAL TOWER CITY ROOFTOPS 


| Fess 


BOSS: ACE RANGER 


CODE: NOT NEEDED Watch out for the falling CODE: 7822 Take care of the smoke stacks. Hide CODE: MUST HAVE COMPLETED PREVIOUS LEVEL 
balls and chains. Take it slowly enough and behind these for too long and you'll end up Stick to the left-hand side of the screen. Only 
you'll avoid injury. To take out the three end-of- squished. Time your jumps carefully toward the turn when you see him use his radio to call up 


level gargoyles, use the following attack method. middle of the screen and at all costs avoid mov- the deadly robo-copters. Oh, and don't forget to 
First slide in low by pressing down and kick — ing to the left. Well you can if you want, hut jump over the machine-gun fire — if you don't 
then stand up and fire once. Repeat this on all you'll walk right into a tricky situation and proba- it's game over man! 


three and they'll never get a shot on you. bly end up dead too. 


LEVEL 2 THE JOKER'S WAREHOUSE 


ASSEMBLY LINE = 
CODE: 8760 Health warning — Platforms can seriously damage your co ntro [| 5 
health. Stand on them too long and you fall to hell. Continually fire; 

it's the only way to sort out the hidden enemies. Don't forget to dou- Up, down, left, 
ble jump on the stationary platform above the electric trap — unless and right 
you think Batman would look good with an Afro. 


Pauses game 
and shows 
password 


WEAPONS PLANT 


Fire wrist weapon 


Kick * Kick 


CODE: 8756 Ап easy mass to attack. Use the first block you meet to 


pick up a crossbow if you want to complete it easily. 


CODE: 6010 Earth, wind, and fire. Don't trust 
bridges; look underneath them to see if they 
are safe. If you see a bulge, then that's the 
safe place to jump on. If you end up sliding 
оп the ice, you can halt your trip Бу jumping 
10 the left — a useful trick at times. 


EXCAVATION MINE 


CODE: 1047 Make your timing count on the 
chain saws. And keep your eyes on the sky- 
line — bricks have a nasty habit of falling. 
There's a way to handle the spiky roof sec- 
tion. Just walk over the first gap, but before 
you take on the second, shoot the two hugs 
to the right. Now jump. For the third, duck 
and kill the enemies, then jump onto the 
platform. Once on the spike, jump right and 
press down and kick. Make sure you do this 
last bit fast, or suffer the consequences. 


BOSS: MINEDROID 
CODE: MUST HAVE COMPLETED PREVIOUS 
LEVEL The way to master this one is to 
stand on the platforms on the left and right. 
Then face in the direction you want to attack, 
and press down and kick. Watch for 
Minedroid's helmet rising; when you see this, 
you've got just over a second hefore he fires. 


ТІКІ JUNGLE 


LEVEL 7 


TIKI JUNGLE 

CODE: 1004 You must listen. When you hear 
the first two sets of helicopters, stand dead 
still. On the third, when you hear ‘em, leg it 
to the left. Then just time your platforms. 
When you see the double platform — ignore 
the second of them! 


BOSS: FINAL BATTLE? 

CODE: MUST HAVE COMPLETED PREVIOUS 
LEVEL Move to the right of the screen, and 
jump and fire to the left. Watch out for the 
Joker firing back. When he does, you can 
jump over his fire. 


WEAPONS EXPRESS 


CODE: 1880 When jumping from carriage to car- 
riage, fire. This gets rid of unexpected guests. 
Watch out for the greenies on the bottom of the 
screen. They wake up and bite you where you 
least expect it. 


BOSS: MASTER C.P.U. 


EL REFINERY 


ASSEMBLY PLANT 


чье РЗ 


CODE: 5278 То master the moving walkways, 
just press right and fire. Once the screen starts 
moving up, use Up and fire. Never stop firing as 
guys keep on dropping in. Use a crossbow to its 
full potential. Shoot left and right, and see what 
happens to the ricochets. 


CODE: MUST HAVE COMPLETED PREVIOUS LEVEL Make sure you have a crossbow for this level. Stand on the 


left or right of the screen and fire in the opposite direction. Then let the ricos do the work. 


LEVEL 5 UNDERGROUND CONDUIT 


SEWER SYSTEM 


CODE: 1168 Use every platform wisely and 
slowly. Take care of platforms that either go 
through water or are just floating — they sink. 


CODE: 0021 The lasers look worse than they 
really are. Just use Down and kick a couple of 
times. On the grey platforms, keep jumping 
because they all start to collapse and you'll be 
left without a leg to stand on. 


BOSS: THE JOKER 


DESERTED TUNNEL 


CODE: 7511 Get to the left-hand side of the 
screen as soon as possible, and stay there. Then 
jump and fire backwards. Never walk to the right 
or you fall in the abyss. Quite easy once you 
master the jumps. 


CODE: MUST HAVE COMPLETED PREVIOUS LEVEL At first this looks horrid. But it's really easy once you know 


where to go. Move to the far right of the screen, then jump and fire. Do this for a while and it's over. 


SEGA <>--- 


The man wearing black spandex 
tights returns to battle with the 
evil Penguin and seductive 
Catwoman. Get ready for some 
real action. 


BATMAN 
RETURNS 


atman Returns is not an easy game and you'll need plenty of weapons for the final act, which is a real test of your skill. Make 
good use of the utility belt — it is possible to complete the game without use of its weapons, but it helps if you take advan 
tage of this resource. In this game there are a lot of bad guys on screen and a lot of real awkward moves to make — but 
there's nothing you gamers relish more than a challenge. So let's go! 


HOW TO BEAT THE BOSSES 


Batman has a tough challenge ahead of him, so here’s how to deal with the 
toughest of the bad guys ... 


Аст 


e THE CATWOMAN 


IT'S REAL EASY to kill the Catwoman in the first act once you know the method: 
Get close enough to her to get the first punch in. When she recoils, quickly drop 
up or down a level (depending on which of the three platforms you're standing 
on). While she's either recoiling or somersaulting across the screen, move 
Batman so that when she arrives on your platform you can get another punch in. 
Repeat this process until she's defeated. 


joypad controls 


* Up movement: Batman 
looks up in preparation to 
use his Batrope. 

* Down movement: 
Batman crouches 

* Left/right 
movement: 

Batman walks 
left or right 


* Pauses game 


* Fires any currently selected weapon 
* Makes Batman attack with his fists or feet 


* Makes Batman jump and also fires the Batrope 


THE STATUES 


THESE GUYS ARE pretty hard to beat. You need to get up onto their knees and 
attack their heads in order to defeat them. You can try swooping around all over 
the place, avoiding the cogs they throw at you, but this is time consuming and 
unreliable. It's more likely that you'll defeat them by jumping onto one of them 
and hammering away with your feet. Sometimes you'll take a beating, but 
persevere, and be quick. Once one of them is dead, go sort out the other guy. 


THE PENGUIN 


THE PENGUIN HOMES in on you, dropping missiles on you all the while. Each 
time he floats down, draw him to the left. When he's almost at head height, run 
to the right side of the platform (watch you don’t fall down the gap where the 
elevator was). Turn to face the Penguin and kick franticly when he rushes 
toward you. If you're correctly positioned, the Penguin will take a few hits and 
rise up the screen before making contact with you. Repeat the process to win. 
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THE CATWOMAN 


THE BIG BALD GUY 


THE PENGUIN 


THIS TIME AROUND your fight with the Catwoman 
is a little more difficult because there are no plat- 
forms to escape to. Run to the left side of the room 
past the Catwoman. Stand up against the left wall 
and face right. The Catwoman will now somersault 
right and then left — but it's only for show. Then 
she'll try to whip you. Most of the time she'll be 
too far away to get you, but if she gets close, just 
jump to avoid the whip. When she stops whipping 
she rushes toward you. Stay cool and punch her in 
the face. Repeat the same series of moves. 


YOU'VE GOT TO get onto the platform he's on. 
If you don’t do it right away it becomes real difficult 
to do. As soon as you appear on his screen, run 
right. Gain extra seconds by using your Batrope and 
a few swings to get across. By getting over to the 
right side of the screen right away, you are able to 
put some distance between you and the big guy and 
use your Batrope on the gap on the right — before 
he reaches you and knocks you back down. Once 
you're up there, either do some frantic button-hit- 
ting or use the weapons you've collected. 


UNTIL YOU GET the knack of it, this encounter 
with the Penguin is real frustrating. All you 
gotta do, though, is keep your eyes on the spinning 
saw blades that come hurtling toward you. It's 
pretty easy to tell whether they're going to fall at 
head or ground height, so either duck or jump to 
avoid them. Whenever you have a little room to 
maneuver, jump up and hit at the Penguin. You will 
take some hits, too, during this encounter, but 
if you avoid the saws you'll last longer than 
your opponent. 


Аст 


#3 FIERY CLOWN 


AX-WIELDING CLOWN THE PENGUIN 


STAY LEFT OF the railway car. When the flames 
appear beneath your feet, position yourself so 
that you don't get burnt. 

Now you have to act quickly or the Ax- 
Wielding Clown will kill you. While he's still a 
safe distance away, use your Batarangs both to 
take energy off him and keep beating him back 
so that he can't get near you. 

If you do all this fast enough and don't get 
trapped in the flames, you should be able to 
destroy the clown pretty quickly. 


Act THE PENGUIN 


THIS BOSS IS super nasty. Again, you just have 
to hope that his energy runs out before yours 
does. Get down onto the center platform and 
when the clown has fired his first shot, posi- 
tion yourself just left of his head and crouch to 
kick him. Occasionally he drops out of view 
then reappears, so keep repositioning yourself 
and kicking his head. If he appears on your left, 
leap onto the top platform to avoid his fire, 
then drop directly down next to his head once 
more and keep kicking. 


THIS IS THE most difficult challenge. If you don't have 
any weapons left it will be almost impossible. As your 
iceberg approaches the duck, punch it a couple of times 
then quickly jump left to the next iceberg. You have to do 
this while avoiding the small exploding penguins coming 
from the duck. With plenty of weapons you can destroy 
the duck faster. Remember that you can't replenish your 
weapons on this section, so you have to get it right first 
time around. After the duck there are two more chal- 
lenges to get past: the final encounter with the Penguin, when you've got to knock out the generator before 
you can beat him, and an ultimate encounter with the Catwoman. This requires the same tactics you used 


against her in the first act. Destroy her and victory is yours. 


THERE ARE TWO hazards to watch out for during 
this encounter (three if you include plummeting 
off the bottom of the screen). First off, there's 
the huge sewage cannon at the lower right of 
the screen. Then there's the floating and shoot- 
ing Penguin. As soon as you come onto the 
screen, leap over to the lower right platform 
ust beyond the sewage cannon and get a few 
its on the Penguin. He'll then float off on his 
umbrella so you can now face left and crouch 
and kick the cannon until it explodes. 

Now for the difficult part. When the Penguin 
ands on one of the top left platforms, jump onto 
the platform with him. You'll take a hit, but 
make sure you push left so you don't fall off the 
side of the platform. As soon as you've been 
it, crouch and kick the Penguin real fast. You 
ave to get up close like this or you'll spend all 
day dodging around the screen to avoid his bul- 
lets. Just keep going at him until he's defeated. 
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SHOOTING 


AMA BIO-HAZARD 


shoot-em-up action? The tough 


stuff starts on level two so read 


on for the ultimate guide. 


STAGE 2 STAGE 4 
= TRICK LEVEL THIS. The 
enemies you run into 
resemble those in pre- 
vious levels, but there 
are more of them. Just 
use the skills you've 
used in the previous 
levels. The end-of- 
= level boss takes a lot 
to kill. The key to defeating this boss is to hit him in the teeth. He dies 
in three stages. First his skull cap drops off, then his teeth fall out, then 
MOVE YOUR SHIP to the left of the screen in line with the snake's head. Then he turns into a skeleton — what a way to go! 
pull back left on the D-pad. Keep firing at the head and it'll explode just hefore 
it hits you. The real menaces of this level are the vehicles that shoot along on 
the tracks. To blast these, move to the bottom of the screen. Now move left 
and right, aiming your pod for the shot. Don't stay on the bottom for too long STAGE 5 
or the wall-hanging creatures will get you. On this stage you meet the first 
true end-of-level baddies. For the second, use the head shot, then move to the 
top of the screen when the creature moves left. Then fire your pod. Move back 
for the head shot when it starts to move right again. Keep doing this and 
you're soon rid of him. 


THE FIRST LARGE ene- 
mies you meet can be 
disposed of with a 
single B shot to the 
head. Passing Ше 
under-water volcanoes 
takes courage. Pull 
STAGE 3 = back so your pod is 
T S COE «за directly in front of you, 
then blast a hole in the debris and plough through it. When you run into 
the sticklebacks, don't try to kill them all. Just blast a pathway through 
them. The end-of-level boss makes Jaws look like a pet fish. Move to 
the left of the screen and aim for its mouth, pulling left on the D-pad so 
that you can use the pod аз а shield from its lasers. When the boss pass- 
es the double lines around your score, move up or down, taking care to 

avoid the sticklebacks. 


- АА ie 
Hu VC Does ba E 
THE FIRST PROBLEM here is to tackle the silver snakes. Move to the bottom of J oy pa d co nt rois 
the screen, just above the double lines. Now move left and right aiming your 
pod. Don't worry about them hitting you; it will look close, but they'll never Move up, down, 
touch you. Then you move into the forest zone. Whenever possible, aim your left and right 
pod at the gaps in the greenery to stop the kamikazes. Green slug-like crea- 
tures can be destroyed with a single B shot. On the other hand the large black 
sky slug takes two. Hold down B until you get a clean shot and teach him a 
lesson. Deal with the lesser slugs later. The crab only has one apparent weak 
spot — its knees. Lay a couple of B shots on the left of these, then re-enforce 
the action with a couple of backward pod shots on the right-hand knee. To 
take out the end-of-level baddies, aim only for the head. Move to the far left 
of the screen and pull left on the D-pad to get your pod in front of you. Not used 


Pauses game 


Standard fire Hold down and and 
then release for mega fire 


STAGE 6 6 FINAL STAGE 


и 


инаи 


JUST REMEMBER THIS IS А MAZE and avoid getting trapped. Treat the 
debris-spewing tubes like the underwater volcanoes. To combat the fly- 
ing slugs, use your pod. Move to the left of the screen, level with the 
slug. Now pull left on the D-pad. When the slug touches your pod it's 
fried. On the end-of-level screen, just stay on the left of the screen and 
move up and down in long sweeps. Your pod will cut a path for you to 
plough through. The first bonus is simple to pass, but you'll find it easi- 

IN THE FIRST STAGE take out the torpedo launchers. Move to the top or bottom er with a homing weapon. On the second look for holes in the spikes 

of the screen and move left and right to aim your pod. Don't even try to use your and go for them. For the block that's left, move to the bottom of the 

standard gun, you'll only get taken out by the torpedoes. To avoid these torpe- screen and aim your pod by moving left and right. Staying at the bottom 

does, watch the frequency of their firing. Two torpedoes are fired every second. keeps you away from the blocks lasers. 

Go for the upper part of the ship first. After destroying that part, move to the 

next level, and keep moving in a clockwise direction. Do this and your pod will 

act as a shield against the incoming fire. If you feel brave, move above the far 

Tight gun turret and point your pod downward. This way you're always firing at 

the ship, and should be protected from incoming fire. 

To avoid the green blobs that.come from the right-hand set of guns, you've = 

got to fool them. Move to the bottom left of the screen, holding the D-pad down ACTION REPLAY 

and left. When the blob stops, press the D-pad up and left. Once it shoots past, 

press down and left again. Repeat this until that region is dealt with. Just use a Соо= 

couple of B shots to get rid of the tentacles. For the remaining block, use your воа Е 

pod by tracing around the corners of the screen in ап anti-clockwise direction. Infinite lives FFF480003 

When you break this block into a smaller block, only use B shots on it. Just 

avoid the bombs and red maggots. 


| end of zame И 


Don't expect any great endings. Just a message 
saying there might be a sequel and the names 
of those involved in the game. 
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COOL SPOT 


An outstanding and highly acclaimed game, Virgin's Cool Spot stars a little red circular fellow 
in shades and trainers, desperately trying to rescue his pals in this lively platform offering. 


CooL BONUSES 
11 Cool Spot's buddies have been mysteriously kidnapped and locked in 


solid metal cages. He's desperate to free them, but as he's only armed 
with puny Spot Shots the task's impossible, he has to collect enough 
Cool Points to give him Cool Shots — powerful enough to break the locks 
off the cages. And so begins his quest 


If you collect enough spots on a level, 
you get warped to the bonus level when 
you've finished. 


LEVEL ONE —— SHELL SHOCK 


Not much of a problem; once you've got used to the controls this is a piece of cake. 
From the deckchair about three-quarters into the level, jump up the left side of it until 
you reach the top of its back. This is a bit tricky, because the last jump will take you 
just over the edge, when you need to leap off the left-hand edge. This is done by 
allowing Spot to slide back down a bit before doing that final leap, which (if you slid 
down the right amount) should now take you to the very edge This takes place inside a giant 7-Up bot- 
tle and involves jumping off bubbles for 
SPOT or BOTHER tons of extra spots and counters, plus a 
letter on each, eventually spelling Virgin 
Jump left off here to get to some bal- Time's your main enemy, but there's 
loons, Spot grabs onto the strings auto- always an extra time icon somewhere. 
matically as he touches them, and leaps 
from one to the other to get all remaining 
spots. One has a bubble above it which 
looks too high up to reach, but you can 
and it takes you to another set of balloons and even more spots. Then the cage is 
on the far right, on top of a dune 


FFFS5SEOOOOT7Z-— INFINITE ENERGY 
FFO7140038— INFINITE TIME 
FFO78A0039— EA SPOT WORTH 10 
FFF67300FF— VINCIBILITY 


* Moves Cool 
FFO78C0034— INFINITE LIVES 


Spot left and 

right б Turn the cartridge off between levels, ог the codes won't work 
properly. However, if 
you use the infinite 
time code and leave it 
on between a level 
then your time bonus UNUSED TIME 
will go on as long as — 

Nothing you can stand the 
e Fire bleeping of a rising 


Smp score. 


LEVEL THREE — 
OFF THE WALL 


LEVEL TWO —— PIER PRESSURE 


A mainly vertically scrolling level in which 
you'll have to rely on very precise jumps, as 
falling to the floor beneath a rope (if, indeed, 
there is a floor) usually results in an energy- 


Essentially a larger version of Pier 
Pressure, this level involves more hori- 
zontal scrolling, but only just. The bad- 


draining exchange with an evil crab. 


Depending on which skill level you're on, the 


main irritations here are the worms which 


inhabit the ropes, walls, ceilings, everything! 


avoid the water they spit, and fire repeat 
you from above. 


WORRISOME WORMS 


Just keep shooting, whatever you're doing, 
and these one-hit insects won't be half as 
troublesome. Clams aren't too dangerous, 
taking just one hit when they're jumping 
(the only time they're vulnerable), but fish 
are another matter. Stand near them to 


edly before any more flies appear to pester 


SPOT THE BALL 


This level's a real maze, so never miss a spot — some of them leave little hands to 
point you in the right direction, and one wrong turn will set you back badly time-wise. 


LEVEL FOUR — WADING AROUND 


E = 


The real danger on this level is the 
water, which is deadly to our spotty 
little friend, so jumping from lily to lily 
must be extremely precise. Some of 
these will be occupied by uncool 
frogs, which need shooting before he 
can progress. This should be done by 
finding a platform on the same level 
as the frog, so you can shoot horizon- 
tally to get them (diagonal shooting is 
way too hazardous, usually resulting 
in walking off the platform by mistake 
— death by drowning). For example, 
the first frog can be shot by jumping 
left off the boat you begin on, where 
there's a handy lily-pad at frog-level 


oo 


There's a really tricky jump off the tenth 
lily (not counting the one behind the boat) 
because you can't see what you're aiming 
at. Stand on the very right-hand edge and 
make a leap of faith, you'll make it as 
long as you ignore the spot on the left, a 
red herring. 
Once you've got to the far right and can 
go no further, speedy jumping on the bub- 
bles will lift you up to the airships which 
are the next set of platforms. If you jump 
right from the first airship, there's another 
just off-screen which has an energy 
replenishing bottle above it. Then there 
are more bubbles and UFOs, which should 
be treated as bubbles (you gotta be just 
as fast), plus airships. On the far left, 
jump up the two bubbles to get to the 
next level of airship platforms. 


dies aren't as varied, but the way they're 
placed can be major league tough. You'll 
only meet mice and flies, but quite often 
there will be two mice on a platform 
above you, one either side of the wire 
you have to climb up to get there 


Timing is essential once again, as you 
have to quickly jump up the rope out of 
range of their cheese, between throws. 
Now jump to one side so that the screen 
scrolls and it's a one-on-one battle with 
the remaining mouse 


t къ 
tetett 
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Once again, don't forget to look for stray 
spots on the edge of the screen which 
can provide valuable pointers towards 
the cage 


Floating above the first of these is a spe- 
cial bubble which when touched sur- 
rounds you and carries you up to a secret 
Spot store off the top of the screen, but 
be warned — it drops you without warn- 
ing. That's about it, except for this handy 
tip. If you reach the end of the level and 
are still short of a couple of spots, falling 
off the last UFO before the cage will get 
you a few more. 
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CYBORG JUSTICE 


Life as a cyborg isn't much fun, especially when everyone's out to get you. With all the knocks you 
take in Cyborg Justice you're gonna need all the help you can get so read on to find out just how to 
rip the torsos off the bad guys and do all that nasty stuff — before they do it to you. 


yborg Justice places you in control of a hardened robot, equipped with some of the meanest moves this side of the Milky 
Way. If you're going to survive the entire game it's no good using a few weak punches — you've got to know what specials 
there are and how to use them 


NORMAL MOVES 


Block — Press and hold the C button to block any 
attack. Just avoid flames and missiles as these can't he 
stopped. 
High Kick — When blocking, hold down C, move 
in the opposite direction to that which you're facing and 
press A. 


DAMAGE: Light 
Jump — Press C and the direction you're facing for a 
running jump, and Up and C for a standing jump. 


Upper Cut — Hold down A and press Up. 
DAMAGE: Medium 
Mid Punch — Press B. 
DAMAGE: Light 
Kick — Hold down A and press in the direction 
opposite to that which you're facing. 
DAMAGE: Medium 


Flying Kick — Press B while jumping. 
DAMAGE: Light 

Jab — To smash an enemy behind you, tap B when 

in front of a cyborg. 


Waist Latch — Jump toward opponent and 
press Down and C when in the air. If it's timed right 
you'll land on your enemy and start battering him sense- Head Smash — Hold down A and press Down. 
less, topping up your energy in the process. This stuns а cyborg with one hit. 
DAMAGE: Heavy DAMAGE: Light 


DAMAGE: Light 


controls 


Left, Right, Up and 
Down 


* Pauses game 


Electrocute — Hold A, and push in the direction 
you re facing when a small distance away from your victim. This 
is a good move to stun. 

DAMAGE Medium 


* Special hand 
activate 


* Punch * Jump 


Shin Kick — Get close to your opponent and use 
the same controls as for the Electrocute. 
Flying Shoulder Charge — Press and hold 
A to get an enemy to the floor. 

DAMAGE: Medium 


Arm Rip — Stun a cyborg, get in real close and 
press in the opposite direction to that which you're fac- 
ing, while also jabbing A. This will rip their arm off. № 
you want to use it instead of one of your own limbs 
press A. To throw it press B and if you'd rather drop it 
press the C button. 

Crouch — Hold down C and press Down. 


All the hand weapons are activated by pressing A 
twice and keeping it held down on the second press. 
Normal Hand — The normal hand may appear 
bland when compared to some of the other menacing 
add-ons but it's excellent for punching. Try holding 
down in the direction you're facing when you ve 
thrown a punch. This will activate a flurry of punches 
which will stun any opponents unlucky enough to be in 


= 2 таа = =i 
Crusher Hand — Use all the D-pad directions 
to move the Crusher around when it's extended. 
Cyborgs arms can be severed if you get in close with 
the grinder. To make things easier, try to cut both arms 
off to severely impair its fighting. 
Saw Hand — This is operated in a similar way 
to the Crusher but the jagged edges prove hetter at 
removing limbs. 
Launch Hand — Although this will kill a cyborg 
on contact, the problem with this is that the arm has to 
be picked up after it's been launched. If you don't pick it 
up quickly, it explodes, leaving you without an arm. 
Because this affects your battle ability, leave it alone and 
select something that won't leave your body in a hurry. 
Fire Spray — The weakest of all the arms, the 
Fire Spray is virtually useless. Because of its short range 
reaching distant cyborgs is impossible. 


Torso Tearer — Once you've ripped off an arm, 
repeat the move and you should tear the cyborg's torso 
off. This immediately kills the enemy and transfers his 
energy to your own health. 
Press В to throw the torso or C to drop it. 

DAMAGE: Terminal 


Low Charge — Crouch down, press and hold the 
direction in the opposite way to which you're facing, and 
press C. 

DAMAGE: Heavy 


Cyborg Rebuild — You can rebuild a cyborg 
after destroying it and use its energy yourself. And if 
your partner is wrecked during a two player game you 
can bring him back to life! Simply kick the cyborg's metal 
remains (to separate the body parts), move over them, 
and hold down C and Down followed by the direction 
you're facing in one fluid movement. 


Laser Hand — The laser hand takes a while to 
operate but will blast anything that gets in the way. 
Ensure you're at a safe distance while the Laser charges 
up. This way you won't get nailed by any hostile ‘borgs. 


Backward Somersault — Crouch down, 
press the joypad in the opposite direction to that which 
you're facing, and press . 
Low Punch — Press Down followed by the B but- 
ton. This stuns enemies after three hits. 

DAMAGE: Light 


Low Kick — Press Down and A. 
DAMAGE: Medium 
в 


Gorilla Press — When near an opponent stay in 
a crouched position and hold down C before pressing 
Down and the direction you're facing in one fluid move- 
ment. After lifting the robot into the air press A to slam 
its head to the floor. 
DAMAGE: Medium 
Alternatively, press C to throw it across the ground. 
DAMAGE: Heavy 
If you pick up an enemy with heavy legs, throwing it will 
cause you harm. To avoid damaging yourself press C to 
put it down and follow up with something else. 
Body Rebuild — If you lose a limb during the 
battle, you can find a replacment from beaten robots. If 
you've ripped off an enemy's arm and want to pick it up, 
press C, Down and the direction you're facing (as in the 
Gorilla Press). Follow this with A to equip the limb, B to 
throw it or C to drop it. 


Crouch Fire — Crouch, keep your finger on the 
Down position and double-press A. 


Special Weapon — End-of-level guardians 
сапу better armaments than yourself, so get in and rip 
their arms off to claim the power weapon for yourself. 
Just watch out, because the guardians are likely to 
attempt the very same manoeuvre. 
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ЕССО 


THE DOLPHIN 


With super-smooth scrolling 
and crystal-clear graphics the 
ocean seas have never 
appeared so fearsome. But 
unlike Ecco the dolphin you're 
not alone — immerse your- 
self in these tips and the 
unknown can be fathomed. . 


he oceans have suffered from a disaster bigger than any oil spill or chemical pollution — an unknown force has whipped up a 
violent hurricane and sucked the seas dry of many marine creatures. Ecco is a dolphin who sets off into unknown territory to 
find his friends. But the seas are huge and hide a multitude of perils. 

Featuring superb graphics, flawless animation and an atmosphere that summons up the mood — both tranquil and treacherous 

— of the mighty'ocean, Ecco the Dolphin is the best eco-friendly game yet. So dive in, and use these tips on the uncharted seas 


THE UNDER CAVES 


CORAL GARDEN 


This first level is pretty easy, but gives you 
the chance to figure out Ессо 5 abilities. 
From the start, the dolphin needs to jump 
out of the secluded area in which it's 
trapped. Hold down the B and C buttons for 
a boost of speed and time the jump right 


Jellyfish are common enemies which 
reduce Ecco’s energy. Fortunately, his life 
can be replenished by eating smaller fish, 
so you should keep an eye on the Health 
Meter 


Killer whales can provide clues for later lev- 


els 

Toward the bottom middle of the level are 
the glyphs, and to obtain these use the 
sonar on them to receive a message or to 
get the key to exit the level. The glyphs are 
well-hidden so a lot of searching is 
required, but this is the only way of restor- 


* These constricted caves are full of problems. 
ў The main concern is air — because of the 


restricted breathing space, speed is essential 
and it's always wise to use Ecco's sonar to 
help navigation. 

Plenty of spikes loom around the caves and can 
catch Ecco unawares. Blowfish are just as 
harmful. To dissolve the blowfish, and other 
creatures, use the charge before they reach 


you. There's a particularly bad set of zd constructed out of spiky molluscs. Charge at them 
one by one until there’s enough room to get past. 


If a school of fish swims past, charge at them 
for an energy top-up. 

Before exploring the underground areas ensure 
there's enough air in Ессо 5 lungs to get 
through alive. Once again, reach the key glyph 
before confronting the barrier, as this saves 
valuable time and air. 

The octopus that roams deep in the Under 
Caves moves with lightning speed, but only if 


Ecco swims fast, so slow right down and his tentacles won't even flicker. Coral spikes 
appear very frequently and two plants are placed in front of a much-needed key glyph. The 
answer is to go very slowly — if your aim is precise enough, you should just be able to get 


through this tough and challenging area 


THE VENTS 


In this section a number of trapped dolphins 
need rescuing 

From the start, you'll need to use the rock to 
fight off the strong currents. Then head to the 
bottom of the cavern 


Because air is limited, look out for clams which 
provide air. However, there are both good and 
bad clams, and whereas good clams will provide 
vital energy, bad clams have an opposite effect 
Use the sonar on them. If the clam is good air 


ubbles will rise from the inside, but if it's 
harmful orange bubbles will rise instead. To 
locate the clams, use echolocation and they'll 
appear as bubbles on the map. 

here's an informative whale in this stage 
with several ideas on how later levels should 
be tackled 

Another set of steps like those in the Under 
Caves appears. Bash the steps to retrieve the 
ost dolphins and some vital air. 


RIDGE WATER 


Ridge Water is the last of the Under Caves, 
and full of problems, but there’s nothing 
completely new. More steps of awkward 
shellfish need ramming, and you have to use 
another starfish to remove an obtrusive wall 
of rocks. Another helpful whale can also be 
found, and near this mammal is a glyph that 
unlocks the final barrier. 

On the final level, don't bother fighting the 
guarding shark. Time it right and zoom past. 


The Ice Zone is the introductory level for the 
freezing Arctic seas. It's pretty easy, but to 
save time don't bother going to the left of this 
level — there's nothing interesting there 
There's only one glyph to be found in this sec- 
tion, and luckily there are not too many obsta- 
cles. If you want a break, swim to the surface 
and jump up onto the layer of ice, but be 
aware that on the ice Ecco is still vulnerable 
to objects, so get ready to jump. 
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THE LAGOON 


At the beginning there are a number 

4 of dolphins to be rescued, but. a team 
of sharks is lying in wait. The best 
way is to zip down quickly before 
they get a scent of your whereabouts 

d Sea leeches are just as dangerous 
and the only way past them is to 
speed up. One touch of a sea leech 
and Ecco will suffer 
In the Lagoon, you'll undoubtedly 
come across a lone starfish. This can 
be moved by the sonar, so push it 
past the octopus to get rid of the 
boulder. 

Й Toward the exit crabs lurk, so keep 
hammering the B button to send them 
on their way. 

When swimming down the vertical 
corridor at the end, don't go too fast 
— а leech is waiting at the bottom 
and will catch you out if you zoom 
right at it 


Lewvel Select 


To be able to choose any section, enter PLEASE on the password 
screen followed by any of these letters: 
EE — Ice Zone 
FF — Island Zone 
66 — Pteranadon Pond 
HH — City of Forever 
I| — Under Caves 
KK — Deep City 
00 — Last Fight 
00 — Origin Beach 
UU — Marble Sea 
WW — Open Ocean 
ZZ — Ridge Water 
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HARD WATER 


If Ecco is trapped between two icebergs 
his fins get crushed beyond repair. Use 
the echolocation to navigate — some 
routes are a lot tougher than others. As 
in the previous level, the ice on the sur- 
face can be used as a dolphin skating 
rink, and it provides the perfect way to 
get past teams of sharks. 

Near the exit is a clump of icebergs 
which kill Ecco if he gets too close. To 


avoid getting squished, stick close to the walls, avoiding the heart of the trouble. Don't try to 
ram icebergs: they can only be outmanoeuvred. It's all down to quick thinking and quick tim- 


ing and more than a little skill 


OPEN OCEAN 


This ranks as one of the easiest levels to 
complete. The only major problem is the 
group of angry sharks, but just get past them 
quickly 
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COLD WATER 


Jump out of the channel and slide on the 
surface ice to the left, which is where the 
first key lies. There's also a surplus of small 
fish, crucial for Ecco's survival. The exit is 
reached by the same method of sliding 
across the ice, as it's situated toward the 
extreme right of the level. Just watch out for 
the sharks 

Big Blue isn't quite as fearsome as he first 
appears, in fact, he's quite a passive whale 
His years in the sea have given him an 
immense amount of knowledge which will 
help Ecco in his quest 


ISLAND ZONE 


Out of the icy waters, Island Zone is placed 
in the familiar surroundings of underwater 
caves. Dotted around the caves are invulner- 
ability glyphs, which are very useful. Save 
them, though, until going into a treacherous 
area — they don't last very long so the 
more you can get the better. 


When you meet the ugly octopus, don't 
make any sudden moves. If you do, he'll 
wake up — angry! 

To the far right of this level lie intertwining 
tunnels but it's pointless going down espe- 
cially if you're low on air. Crabs are regular 
inhabitants of these caves so get ready to 
rush them 
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DEEP WATER 


This level features the Asterite, a twisting 
length of cells that holds the key to many of 
life's unsolved mysteries. It also holds the 
answer to Ecco's problem.. 


MARBLE SEA 


Like an ancient city, the Marble Sea is a 
maze of stone and decaying statues. 

When starting, head left and follow the 
route down. There's little of interest to 
explore to begin with and air is never in 
plentiful supply. Statues can be collected in 
these ruins; some hold gifts and the others 
grant access to hidden tunnels. One can be 
found near the top left. It's a statue which 
provides limited invincibilty — use it wisely. 
At the very top left is a dormant rock. 


Push this to the right toward the chains and 
follow behind it. This technique can be used 
to stop getting blown about by the strong 
currents 


At the top of the level is a large pillar that 
requires an immense jump to overcome. Take 
a long swim up and press both the B and C 


Passwords 


Under Caves — WEFIDNMP 
Vents — ZYUELFBM 

Ridge Water — NRAVEEIP 
Lagoon — NGBBLFBM 
Ocean — YWGTTJNI 

Hard Water — RGORHEIX 
Cold Water — UVJUBUKX 
Island Zone — LYTIOQLZ 
Deep Water — SJVITJNW 
Marble Sea — FZTPVJND 
The Library — GYZMBUKU 
Deep City — FAZXIFLZ 
Jurassic Beach — ZAOBUNLG 
Pterodactyl Pond — LLHFUNLA 
Origin Beach — MPAJUNLC 
Trilobite Circle — FEUMUNLH 
Dark Water — CRNQUNLO 
Last Battle — KOCNLMLX 
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DEEP CITY 


it leads to an invincibility icon, the strong cur- 
rents will knock Ecco about a lot. So it's best 
to avoid going down there. . 

The exit also harbors strong currents, but they 
can be counteracted by using the nearby rocks 
as shields. Of course, there's a wall blocking 
the exit and this will only vanish once the 
access glyph has been triggered. The glyph is 
down the nearest shaft right of the exit. 
There are many dangerous crabs — leave 
them alone, especially the larger ones 


buttons. If all goes well, you should get 
over it with ease. 
Just past this jump is a deep pit. Although 


Use any rocks available as barriers against 
the currents, and avoid the glyph toward 
the bottom left — it's a decoy 

Swim to the bottom right of the level and 
take the left passage. Swim through the 
plain wall for a helpful teleport that trans- 
ports you closer to the end of the level. 
This stage is no walkover, as it's large and 
full of problems 


PTERANADON POND 


One of the largest levels, 

Pteranadon Pond will test the 

most skilled of dolphin-handlers. 

It's essential you use echoloca- 

tion as it's easy to get lost and 

to run into hidden enemies 

Scattered about the pond are 

pterodactyl glyphs, which sum- 

mon a prehistoric bird to whisk 

Ecco off to a place near the exit. 

There's one right at the very 

start. Jump into the left area 

and sonar the glyph. Now jump into the air to the right for a lift via the bird. 

Another pterodactyl glyph is found at the bottom right — especially useful in difficult situa- 
tions. The majority of key glyphs are near to the surface, except for the final one, which lies 
on the seabed — so make sure you've enough air before diving down. 


JURASSIC 


Continuing on the dinosaur theme comes 

Jurassic Beach, and the creatures here are 

just as hostile as those in the prehistoric era 

Toward the top of the level is a pond that 

appears,to be secluded with no way of escap- 

ing. However, the solitary glyph to the right 

signals another bird to swoop down and 

transport you to a more useful part of the 

beach, where you can search the level proper- 

ly. The volcanoes may look dangerous but 

some can be traveled through to reach special dor that contains many aquatic creatures When you've gone past the final barrier glyph 
bonuses — the dolphin version of a power- None of these is helpful and they only һіп- оп the left side of the cavern, there's a small 
up. Just take it slowly, as you're going past der Ecco by zapping his energy. Don't even cave next to it with an invincibility glyph 
them — they're not all dormant bother ramming any, just avoid them — it's Collect it and race to the exit without being 
At the bottom of the level is a horizontal corri- the only safe way past. damaged. 


б. 2 0 
Before leaping over the wall that divides Stay close to the bed itself and watch out for 
Ecco from the rest of the level, look around Ше things lurking about. The exit is at the far 
on the ground to find a key glyph. It saves a Іей of the cavern; you'll know you're near as a 
heck of a lot of time later on. Leap over the horde of jellyfish, crabs and a barrage of 
rock and into the rest of the waters strong currents appear. 
The first barrier glyph is just below where In these underground levels, air can be gained 
Ecco lands when jumping, and to the far from oxygen-filled sea sponges. These are 
right of this is an invincibility glyph. This usually situated deep underground and revi- 
proves useful later on when you've got to talise Ecco's lungs when he swallows the 
swim along a treacherous seabed bubbles that come from them. 


Loco pt A mnc 4. ЗЕНА: о c 3 
== 


Compared to previous stages, Trilobite 
Circle is relatively easy — but only in size! 
It's packed with seahorses and vicious cur- 
rents that threaten Ecco 

If you come up against a current that seems 
impossible to overcome and no useful items 
are nearby, find an alternative route. The 
chances are it is impossible to overcome! 
Among the most common life-forms here are 
jellyfish. These never have been friendly but 
now, in these prehistoric lands, they're even 
worse. Don't go too close 

Flatfish, on the other hand, are friendly if 
they're left undisturbed. Touch them and 
they'll change drastically. Fossils are friend- 
ly, and their presence in an area indicates 


that Ecco must go there 


DARK WATER 


At last, you've made it to the final area; the 
uncharted seas of the Dark Water caverns. 
This may seem like the end stage but it's not 
— quite 

Remember the wise Asterite in the Deep 
Water level? It appears here again, but this 
time its friendly nature has drastically 
changed. In fact, it needs to be defeated. But 
first, you've got to reach it, and the Dark 
Water stage is full of obstacles harmful to 
Ecco. The volcanoes near the start hide no 
secret rooms or bonuses, so stay well away. 
One very dangerous area is the end volcano, in 
which hides a leech. If this touches Ecco it 
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refuses to let go while spitting out damag- 
ing shells. 

Dangerous shells can crush Ecco to a pulp 
Get caught out by one and you have to 
start from the beginning of the level, which 
is pretty annoying. The only way to outwit 
the shells is precision timing, but don't go 
too fast — the shells move at different 
speeds and can accelerate quickly 

Take extra care when facing the only sea- 
horse in the water. As long as Ecco passes 
without touching the seahorse fins, he is 


horse will be on your tail 


тур 


safe. Do the opposite, however, and one angry 


v There are two barrier glyphs in this stage and 
their relevant keys can be found at the bot- 
tom of the cavern as well as the exit. But 
don't exit before facing the Asterite — it's 
important, and fun! 

To defeat the molecular beast, knock three 
spheres of the same color, and watch the fol- 
lowing consequences 


Once it's been defeated, and when you've 
managed to exit, you're taken back to the 
Deep Water level — Asterite's origina 
dwelling — where a magic pearl awaits col- 
lection. This provides Ecco with special abili- 
ties that will prove extremely useful 
Unfortunately, after collecting the pearl, you 
have to complete the City of Forever all over 
again. This is a real chore, and also very 
tough considering the condition Ecco is prob- 
ably in by now. Still, if you found the City 
easy the first time around it shouldn't be 
much of a problem 
If you do manage to solve the City of Forever, 
you're whisked off to the planet Vortex to 
come face to face with the evil behind the 
ecological disaster. 


Game 
Genie 
codes 


AKRT-JA64 
Extended underwater 
breath 
AL2A-JA7L 
Shield 
ALZA-JA5Y 
Immune to spiked shells 
AAVT-NAFC 
Immune to octopuses 
HCBT-LAEW 
One fish restores all energy 
SW2A-KGPJ + HC2A-JAFL 
Jellyfish restore vitality 
SW2A-KGPJ + TC2A-JGFL + 
E42A-JAFN 
Jellyfish provide air 


VORTEX 


he first Vortex level is a straight tube 
which Ecco must swim through. You've no 
control over the speed of the scrolling so 
get ready for the sudden changes that 
often occur. The obstacles that turn up are 
easily avoided but it's usually even easier 
to ram them out of the way. Try to keep in 
a straight line at either the right or the left 
of the tunnel. 

This level, known as The Machine, is simi- 
lar to the previous in that the scrolling is 
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automatic and changes direction radica 
The only answer is to memorise the 
changes, which are always the same 
Squid pose the biggest problem, and each 
takes two hits of Ecco's sonar beam before 


dying 
The final guardian isn't as tough as you 
may think — it's just a matter of good 
ing and a little dexterity 

When the guardian appears, shoot eac 
eye ten times using Ecco's sonar. Then ram 


EXTENDED PLAY ECCO THE DOLPHIN BM 


three times. To inflict the final 
hment, ram the side of the skull several 
Jnfortunately, th few squid 
at the same time as this battle 
g, so take these out first before they get 
in the way and cause harm 
And that's about it. All aquatic life, and Ecco's 
are replaced back in the oceans — 
e after the battle that's just 


Infinite 


lives 

Everything 
becomes easier 
when Ecco has 

unlimited lives, so 
to zain them 

enter the code 

NIHPLODS. 


Up — Swim up 
Down — Swim down 
Left — Swim left 
Right — 

Swim right 


Ч. Charge 


Swim faster/somersault 


FLASHBACK 


US Gold and Delphine's atmospheric arcade adventure has been hailed by many as the game of 
1993. Its mixture of platform and puzzle-based action easily sets it ahead of its competitors; like its 
unofficial prequel, Another World, Flashback uses stunning film-like animations to set the scene. 


Pick up the Stand on this 
Holocube, use Switch. It doesn't 
it and observe appear to help but 
the cinematic opens a door you 
interlude. encounter later on. 


No matter how loudly you swear at it, the 
lift insists on moving out of reach once 
you've moved away from the switch. 
However, if you drop a stone on the switch, 
the lift stays down. Once you've done this, 
nip across and pick up the teleporter. 
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Remember to store your position regularly, 
otherwise — should you die — you have to 
go right back to the start. 


Use the ID to open this door. 


Two ever-vigilant guards and a laser turret 
await anyone foolish enough to go near 
them. However, you don't have to put your- 
self at risk: simply throw a stone over the 
edge and let their own gun do the rest. . . 


Using the fully-charged cartridge makes an 
artificial bridge appear. Don't forget to shoot 
the robot — as soon as the walkway 
appears, he starts rolling toward you. . . 


To exit this level and enter the next, simply 

hand over 500 credits to this cheerful old man. 

He, in turn, gives you a special belt attachment Don't touch the green stuff — it kills you outright. As long as you flick this switch and 
which you will need to continue. avoid the one on the floor, you'll get through. 


Ге SESA 
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After arriving in New Washington, your first objective is to actually get into the main 

area of the city. Walk right onto the next screen — you'll see a seemingly bottom- 

less pit. Dangle yourself down and let go — you'll find yourself in a claustraphobic 
little cubbyhole. 


From here, walk left. To get onto the 
above screen, you need to use the 
lift but — as is usually the case — 
it's broken. Take a running jump over 
the gap in the floor and lower your- 
self down from the opposite side of 
the room. In this room there's a pit 
with a gun-toting guard in it — jump 
down and shoot him. 


If you examine the floor, you 
discover a fuse. Go back to the 
above screen, and use the fuse 
on the lift switch — your means 
of transportation slowly 
descends from the ceiling. Use 
it to go up into the city 


Use the lift to get back up to the previous screen — you can now jump onto 
the higher platform. To get onto the higher ledge, try to time your jump so that 
you're right on the edge of the platform 

Follow this ledge until you arrive at a wall, then pull yourself up onto the above 
area. Draw your gun and roll onto the next screen. 
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Two guards attempt to get the 
better of you — with careful 
shooting, you can dispatch them 
without too many problems. 


You'll notice there's another char- 
acter in the room — he dived to 
the floor when the fight broke out. 
This is lan, your friend. Speak to 
him, and he fills you in on how you 
came to be in your current predica- 
ment, and how to get out of it. He 
also gives you the shield — which 
is essential on later levels. To use 
it, select it from the object menu, 
and press 'use' 


As you'll know after speaking to lan, 
to get back to Earth you need to 
enter the Death Tower Show. 
However, to enter you need official 
documents that cost a lot to obtain 
— 50, in time-honoured tradition, 
you've got to do a job or two. Money 
doesn't grow on trees, you know 

Go left and speak to the man at the 
checkpoint. He welcomes you to the 
city, and gives you a map of the train 
network to help you find your way 
around 


Operate the switch to call the lift, 
then make you way down to the 
picking up point 


Get on the train (by pressing ‘use’) 
and disembark when you reach 
America 


Use lifts to reach the top level, then 
walk left into the bar. Speak to the 
barman, he tells you that you need to 
speak to a forger who's hanging 
around by the back of the bar 
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THE CITY 


Walk as far right as you can, and you 
see him — speak to him for more 
information. He tells you he wants 
1500 credits — for which, he'll sup- 
ply you with the required documents 


To get a job (to earn the neccessary 
currency) you need a work permit. 
Guess who hasn't got one? 

To get the work permit, go back to 
the train station and travel to Europa 
Go up lifts, walk left into the Job 
Center and speak to the man. He 
tells you to go to the Admin Centre 
It's located in the Town Hall at Asia 


Look on your map for its location, 
and travel there with all due haste 
Once you've arrived there, speak to 
the receptionist 


She tells you that the manager will 
see you — use the lift to get into his 
office. He asks you to present your ID 
— do so. Et voilà! The work 

permit is yours! 
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Go back to Europa and enter the Job 
Centre. Along the top platform you 
see five machines with monitors on 
top — one of these should be flash- 
ing. At this point, it'd be a wise move 
to go down to the lower section of 
this room and use the Save pointer 
located there — make a point of 
doing so as often as you can 

Go back up to machine and 'use' it to 
be informed of your first mission 
Insert work permit to accept task 


In the first instance, you've got to 
collect a parcel from the spaceport 
and deliver it to the travel agents in 
Africa 


As well as being the first mission, it's 
also the easiest — the only compli- 
cation being a guard who attacks you 
outside the travel agents. Be pre- 
pared for him — if you move onto the 
screen with gun drawn and get the 
first shot in, he's easily defeated 


Give the parcel to the receptionist 
and return to the Job Center 
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The second mission is to escort a МР 
through the dangerous Restricted 
Area Two. Insert your work permit 
into the relevant machine (as you did 
in mission one) and make your way 
there — it's on the first level of 
Africa 


This section is a simple assault 
course; as long as. you remember to 
keep the VIP moving in the right 
direction, you get through with a 
minimum of fuss and nonsense. Once 
you've reached the end, you're 
teleported back to the Job Center 


Mission three is a little more com- 
plex — not mention dangerous 
You've got to assassinate a danger- 
ous Terminator 2-style robot that has 
an insane disposition, and consid- 
ered a danger to the public. You're 
given a photograph to help discover 
his whereabouts — and where 
better to ask than the bar? If you 
speak to the man at the far side of 
the screen, he advises you to speak 
to a policeman outside Restricted 
Area One 


When you get there, converse to him 
and he tells you that your target 
wishes to speak to you in the area to 
the left of the bar 
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This may sound fair enough, but be warned — it's а trap. As soon as you walk onto 
the screen, someone sneaks up behind you and shoots you in the back — draw your 
qun and roll as soon as you enter the screen. If you're quick enough, you'll get him 


before he gets you 


Talk to the man at the end of the 
screen after despatching the assas- 
sin, and nip back down to Restricted 
Area One 
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This time (and understandably) the 
policeman’s less than pleased to see 
you. Draw your gun and give him as 
many shots as it takes to have him 
knocking at the pearly gates (or 
otherwise). Examine his corpse and 
you find a vital key 
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ravel back up to the area behind the 
ar and use the key in the lock — a 
hole appears. Drop down through 
this and draw your gun 

n this two-screen area, you find 
there's not one but two speedy cre- 
ations after your blood. These are 
articularly difficult to defeat at first, 
but easy once you know a simple 
technique. In essence, all you have 
to do is shoot them, then when they 
‘blur’ toward you, roll toward and 
past them. Turn around, shoot, and 
repeat the process until they're dead 
Be careful, though — occasionally 
they pretend to be dead, and spring 
up to attack when you walk near 
them 

Once you've finished, you're 

beamed back.to the Job Center 

The fourth mission is similar to the 
second, but has to be completed far 
more quickly — in approximately 
one minute thirty, in fact. A govern- 
ment building is about to explode, 
and the only way to prevent this is 
by inserting a cartridge into a slot in 
— predictably — the heart of the 
complex. Basically, it's an assualt 
course, and requires all the arcade 
skill you can muster to complete 

The only puzzling non-arcade element is which slot to insert the cart into — it's the 
one on the far right in the final screen 


Mission Four is to clear 

Restricted Area Three 

of assorted mutants 

ВАЗ can be found just down from the Job Centre. It's certainly 
a tricky mission, but should you use the save position at the 
start, you should have few problems completing it. 
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With the amassed credits in hand, 
go back to America and speak to the 
forger to the left of the bar. He 
exchanges them for the much- 
needed documents and 
wahey! Level Three awaits 


n 
ш 
t 
I 
je 
= 
W 
2 
- 
- 


joypad controls 


Up — climb onto above ра ог || Pauses game 
Down (in conjunction 
with ‘A’) Climb doy 
off platform 

Left — 
move left 

Right — 
move right 

Start — 
object menu 
and pause Use object from 

inventory 
Jump (while running), 


shoot, activate switch, run pou 


EXTENDED PLAY ЕЕАЗНВАСК 


МСК AND МАСК 


GLOBAL GLADIATORS 


One of the hest 16-bit Sega games yet released, the environmentally-friendly Global Gladiators 
is a sideways-scrolling shoot-'em-up. Collect the McDonalds signs (Мз) to access the recycling 
bonus level for extra lives, and eradicate toxic waste for good. Fast gameplay and hilarious 
touches like chewing gum and spinning the guns on your fingers make Mick and Mack one superb 
title, ideal for even the most modest of Global Gladiators! 


ne of a growing trend of ‘environmentally friendly’ new games, Global Gladiators also saved McDonald's environmental- 
ly hostile old image. The game aims to turn kids on to saving the planet while disguising it all in a hilarious platform 
romp. So, it's time to hold the relish, put down your shake and get ready for some meaty action. . 


SLIME JUNGLE 
STAGE 1.1 


This an easy level to get you used to the game. There 
are plenty of ‘M's around, but you have to find hidden 
platforms to reach some of them (hidden platforms flash 
white when touched). 

When you've got enough "Мз, go to the top right and 
tun past Ronald's checkered flag to finish the stage. The 
‘M's which fall from the sky can he collected for points, 
so don’t just stand there! 


The garbage falls increasingly fast so things can get 
really hectic here. Any button will chuck the garbage 
away (you can't jump), and the round ends when you 
fail to pick up some fast enough. Bonus lives fall in the 
form of blocks with your face on; don't leave them on 
the ground for long or they disappear. That's just about 
all there is to worry about on this stage. 


SLIME JUNGLE 
STAGE 1.2 


There is a hidden extra life at the start of this stage. 
Find it by walking right until you see a high platform 
above you with the life icon on it, and a yellow rose on 
the right. Go down the hill and hit the down arrow, then 
climb straight up and destroy the pollution machine. Go 
right to find a slime launcher and use it to do a super 
jump to the left, which should land you on an 'M' with a 
hidden platform below it. 

There is a series of these arches with secret platforms 
below, to the left. Jump to each 'M', making sure you 
land right on it to hit the platform. Keep going until you 
can see the extra-life icon, but don't jump to the red "М" 
just before it — there's no platform below. Jump from 
the last yellow "М" to the life icon, then back to get the 
red one, and you'll fall to the floor. The rest of the stage 
is the same as the last, and shouldn't be a problem. 


ДАДА 


SLIME JUNGLE 
STAGE 1.3 


Search behind bushes for a concealed slime launcher 
which rockets you up to a full energy icon, the heart. 
If you're on a high ledge and fall off, try to guide 
yourself to the base of one of the many beanstalks. 
For an extra life, climb the second-to-last beanstalk 
and you see a clock icon which gives extra time. Leap 
to the clock from the ledge below it — there's a hid- 
den platform. Jump straight up from here to grab 
another life. 


MYSTICAL FOREST 
STAGE 2.1 


There are two heart icons on this stage. The first is 
about six screens to the right, on top of a tree stump. 
The tree stumps with ‘chewed’ tops disintegrate when 
you stand on them, so be quick with those jumps or you 


fall and lose a life automatically. 
The second heart can be found around the halfway mark 
and is collected by leaping from treetop to treetop. 


ЗАР УС АРА 


MYSTICAL FOREST 
STAGE 2.2 


Two more hearts: one is five screens to the right 
about halfway up a tree, while the other is about 
three trees to the right, at the top of the highest 
screen. 


MYSTICAL FOREST 
STAGE 2.3 


Look around high up near the start for the first heart 
icon. The second is halfway along the riverbanks. If 
you're going to use the turtles as stepping stones he 
sure to be fast, or they flip over and tip you into the 
water within seconds. 


TOXITOWN 
STAGE 3.1 


Get to the top, hang around and search for a heart 
icon. Once you've got that, walk to the right and fall 
off the ledge and you'll land on another one. There's 
yet another heart at the bottom, roughly halfway 
through, and a fourth heart at the top of the screen, 
near the end of the stage. 

Because of the pesky pipes, you can only get to it from 
the right-hand side. There’s a clock near the end; get 
to this along a row of hidden platforms below a big 
row of ‘M's, which are directly above the exit. The 
clock is before the last 'M' of the row. 

Toxitown has a few new, faster enemies. Watch out 


TOXITOWN 
STAGE 3.2 


Around the halfway mark there are hearts at the top 
and bottom of the screen. Chains can be climbed. 


Nothing 


Fire 


Jump 


for the furnaces — they spew flame, but always in 
the same pattern, so it's easy to avoid. 


TOXITOWN 
STAGE 3.3 


Find the first down arrow, and above the conveyor belt 
to the right of this is a heart. There's also a heart near 
the end, on the lowest level. And there's a clock, 
which is reached with hidden platforms below a set of 
“M's near the end. 

That should enable you to get to the Arctic Wastes, 
and if you've played this far you'll have enough skills 
to get through. 


General 
Tips 

Try to remember the layout of each level as 
you play so you can avoid the dangerous area 
later. There is only one style of level: but 
they get tougher, with more bad guys and 
more dangerous terrain. Always look before 
you leap by pressing down on the joypad, as 
jumping for ‘M's in midair when you don't 
know what's below is usually fatal 
Collecting 75 "Мз lets you into the bonus 
level, where you catch objects falling from 
the sky and place them in the right recycling 
bin. There are never more than 100 'M's on 
each level, so get every one you see 
Watch out for the recoil from your gun when 
killing creatures or avoiding slime — don't 
stand too near the edge of a cliff! 


SEA C—— 


INDIANA JONES 


AND THE LAST CRUSADE 


Indy's back in this enjoyable multilevel extravaganza. It's worth playing — but easy? You must be kidding! 


ndy's 16-bit Sega appearance is a five-level test of speed, skill, reactions and — most importantly — patience. Unlike 
its cinematic counterpart, you don't have to cope with being reunited with your long-lost father. However, subjected to 
several torturous confrontations, you'll consider that stomach-churning sentimentality infinitely more preferable to 
being knocked off a platform by an ever-vigilant Nazi guard. To keep your sanity, remember this — it pays to take things 
slowly. Charging around the levels like a mad dog from hell is easy to do, but there's so much you can miss, such as extra energy or a 
position from which Indy can swing. If you're careful and observant, you'll find the levels can be completed with a minimum of fuss 
and nonsense. So put on your leather jacket, hold onto your hat, get out your whip and get cracking! 


Cheats: 
Action Replay 
codes 
FF7F5BOOOS8 — 
Infinite lives 
FF7F590020— 
Infinite energy 


ESCAPE ON TRAIN TOP 

e This section needs more quick reactions than 
level one. As you leap from carriage to carriage, 
one false step leading to a fall means instant 
death — so time those jumps carefully. 
Occasionally, there is a bad guy waiting for you. 
Try to land as far away from him as possible, or 
he punches you off the train. 


THE CROSS OF CORONADO 

One thing all potential Indies must remember is 
never to make a blind fall. It may seem like an 
easy option — everyone likes a shortcut — but 
the hazards on the playing area often make it 
impractical and frequently fatal. Instead, use the 
ropes as much as possible. If you don't know 
what's below, wait and see if one of the level's 
many bad guys walk underneath — by watching 
the tops of their heads, you get a good indication of 
where to fall. 


jump onto. Position yourself so Indy's hat is rough- 
ly where their stomach is, and whip their feet for a 
safe, easy solution. 


Once you've got to the mining cart, hop in for a 
short (but dangerous) ride. After cart number one 
has crashed into the rocks, quickly guide Indy into 
cart number two — otherwise, he falls to his 
death. Following that, prepare yourself for quick 
joypad action — grab the rope at the end of the 
track to avoid а watery grave. 


Use your whip sparingly — it can be more effi- 
cient to punch an enemy repeatedly. While fighting 
it's advisable to duck down and craw! toward your 
opponent, punching once they're within range — 
this applies to all levels, especially those with 
gun-toting henchmen. 


Level one's end-of-section guardian is easy to 
defeat. Simply wait until he's knocked the spikes 
from the ceiling before hitting him twice with your 
whip — move back quickly to avoid more spikes. 
Repeat the process until you've drained his energy, 
and the cross is yours. Be careful, though — once 
you've got it, a collection of boulders rolls toward 


The end-of-level bad guy is ready and waiting 
brandishing a bow and arrow. He fires at both 
leg and chest height — but the arrows can be 
avoided by jumping and ducking. Get as close as 
possible to defeat him. 


But using the whip is essential if you're on a rope 
and there's someone on the platform you wish to 


you, inflicting instant death at a touch. Jump onto 
one of the two ropes to avoid them. 


ФФ Ф 
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ENTERING THE CATACOMBS 

The catacombs resemble the first level in some 
ways, but with one major difference — they're a 
lot tougher. The biggest problem is fire dropping 
from the ceiling, which occurs frequently when 
you're making life-or-death leaps accross gaping 
chasms. To avoid the fire, time every movement 
carefully — especially with swings and climbing 
ladders. 


Other hazards include flaming rats, which are 
almost impossible to hit. However, they jump just 
before hitting Indy — careful whip-work gets rid 
of the smouldering little scamps. 


The end-of-level bad guy and his red-hot flame 
may seem intimidating at first, but it's pretty easy 
to defeat him. If you remain out of his reach for a 
while, you'll notice he fires high, then low. Get 
close to him, and you can hit him to your heart's 
delight, stopping only to avoid his fire. 


THE ASCENT OF CASTLE BRUNWALD 
Hazards to look out for on this level are more than 
abundant. Your two greatest adversaries are random- 
ly-appearing rocks — watch for when they materi- 
alise, before moving accordingly — and the Nazi 
guards, armed with pistols. These are a little stupid 
though; time whip-work carefully so you knock them 
off their platform to their death on the rocks below. 
Like level 1, the use of swing positions is essential. 
Look out for them — they're tricky to see against the 
brickwork backdrop, but often lead to that elusive 
route you've been searching for. 

Another problem is the guards that emerge from doors 
on the castle; these are tougher than your average 
assailant. To dispatch of them efficiently, kneel down 


s 


and whip away for as long as required. While you're 
doing that, be on the lookout for searchlights. Should 
one touch Indy, he'll either fall if he's precariously 
balanced (eg on a rope) or lose a set amount of ener- 
gy. Fortunately, they move in a pre-defined pattern; 
observe their time of arrival from a safe location, and 
arrange your movements to coincide with their tempo- 
тагу departure. 


Sea | ae E 
ЛЕЕНЕ: 


Up — Climb 
Down — Crouch 


© THE HOLY GRAIL 


Completion of this, the game's final level, is only 
possible if you're as quick as possible and leap 
accurately. The spinning blades drain half of 
your energy at a touch; a fall into the gaping 
chasms below is utterly fatal. As this section's 
more reaction-and-arcade-hased than the other 
four, there's little else to suggest, other than it 


would be a good idea to run for your life! 


Once the Lucasfilm screen 
has appeared, press the fol- 
lowing buttons on your joy- 
pad: 
[а], [b], [c], [b], [c], [a], [c], [а], [b]. 
This will take you onto a 
level select screen. Simply 
set the level and level posi- 
tion values to the required 
amount, and press ‘start’. 
Begin the game as normal. 
ooo 


* Punch 


* Swing whip 


* Jump 


JAMES BOND 007: 
THE tet 


He's suave, he's sophisticated and he knows how to punch someone's lights out should the situa- 
tion arise. James Bond, 007, popular hero of many action films makes it to Sega and proves as 
great as ever. With hi-tech gadgets by the briefcase full, 007 has a licence to kill, and won't hesi- 
tate to pull the trigger. 


his game recreates all the fun, excitement and fantasy of the Bond movies with the added bonus that you can control 
the man himself through an avalanche of dangers. In forests, factories and secret hideouts, the main struggle is staying 
alive let alone completing the tough missions. Get your PPK at the ready as this is an escapade you won't ever forget 


QUICK 


When you finish off the end of level 
bosses collect the heart that appears 
after their demise. The hearts provide 
you with an extra three health points 
so pick them up quick before they 
explode 

Don't forget to rescue the distressed 
maidens, each one saved awards you 
a health point 


LEVEL ONE 


From the beginning, go down, right, and free the first 
prisoner. Return to the start, go up the ladder and free 
the second prisoner. Drop off the platform and go down Before jumping the pit, shoot the guard. Climb the trees 
the steps before climbing down the following ladder. Е Е and edge along the rope. Free the prisoner and go hack 
Edge slowly right to avoid the submarine and run left across using the green ladder at the end. Free the sec- 
when it reappears. Use the right ladder and shoot the ond woman and go back down. Shoot the guard and go 
guards. Go down into the boats and jump to the right. E Е 2 on to tackle the second guardian. This voodoo priest is 
Use the ladder on the third boat. easy to get rid of. Just crouch down and fire. Fifteen 
shots later he'll be dead. After this go right and jump 
into the tree. Climb up to find another prisoner. Fall to 
Head left, collect the (| case and retread your steps right. the left avoiding the rockface and into the second room. 
Climb the end ladder and jump the gaps that follow. Go up and бо left and up the above ladders to reach another 
right twice, free the prisoner and go down right. Activate the woman. Go back down and use the tree to clear the pit. 
bomb and sprint right. killing the guard. Finally, take the ele- The remaining woman is to the left. Go up, left, climb 
vator down to the steps. The main guard is easy to kill, just the ladder, shoot the guard, get the Q case, climb up and 
keep firing at him. When destroyed, use the lift on the right гип right. 
and don't forget to collect the heart he leaves behind. 


To dispose of the third boss, keep on the right hand side 
and stay well away. Keep walking right while firing back 
at him. 

Following his demise, continue right to come across the air 
jets. Bounce off these into the branches. Go right and find 
another distressed damsel. Drop down, free another captive 
woman — yes, another one — and head right catching 
the lift. When at the bottom, run left to activate the bomb 
before running for your life to the right. 


LEVEL THREE 


Use the lift to the top and find the first woman prisoner. 
Use the lift again to the bottom floor and find the second 
woman. Head right, jump on the platform and bounce onto 
the middle island. Go right, and up the ladder. At the top, 
take the lift up and head right to reach another prisoner. Go 
back down and jump the gap to the left. Take care of the 
guards and you'll soon encounter a decent energy surplus. 


The boss of Level Three is Grace Jones herself, and consid- 
ering her athletic ability she's pretty easy. Keep jumping 
over her and fire whenever possible. Collect the heart and 
get on your way. 


LEVEL FOUR 


The final stage and also the toughest. 

Sprint right along the bottom of the level and keep clear 
of the fireballs which fall from above. As you run, fire off 
a few shots as armed scientists often run in with guns 
blazing. 

The hig boss is also quite tough and likes to decapitate 
people with his bowler hat — Goldfinger revisited. Stay 
on the far side of the jet and keep shooting. Keep going 
and use the ladder at the end. 

The second boss on this level is just as tricky as the last. 
What's more, he must be killed within a given time — 
no slackers here. Stay far away and throw a few 
grenades his way whilst avoiding the laser fire. If you 
тип out of grenades your only hope is the gun and по 
matter how pathetic it now seems, it's your only chance. 
Well-timed shots are the only answer. 


THE BIG BOSS 


Although he’s nasty, the final boss throws a few ammo 

carts out at certain times, so make sure you get them. 

Climb the left hand ladder and get firing, this way you'll have no problems. When he explodes — yes, explodes — 
he leaves behind one final prisoner. Release her and the duel is finally over. As always, Bond gets his lady. In this 
case, you got about one hundred of them! 


AMMO — Extra car- 

tridges appear when 

you kill off a guard but 
——— they soon explode. 


Get them before they do. 
BOMB — Bombs are 
activated at the end 
of the levels. The first 
is situated at the very 
top of the tanker to the right. 


GIRLS —These are the 
5. maidens James need 
= to rescue. Whenever 
— one is freed they let 


out a grateful cry. 


GRENADES — Very 

lethal and very handy 

to have around. You'll 
= find them packed in 


GUARDS — The 
guards are bad news 
as they will shoot 
Bond on sight. Nail 
them first and pick up the ammo they 
leave behind. . 
SCIENTISTS — Similar 
to the guards but 
tougher. They require 
several shots before 
biting the dust. 
SHARKS — James' biggest fear, these aquatic pests prove 
most deadly. They can't be beaten but can be avoided. 


* Jump 
* Shoot 


* Throw grenade 


John Madden '93 is one of the best sports simulations on the 16-bit Sega and offers great depth 
of play. There are hundreds of plays and combinations, plus a great two-player mode. This guide 
should tell you which plays work best and when to use them. Grab a hot-dog and take to the 
stands for a few Hail Marys followed hy a quick Toss and Pass. 


ootball is a game of tactics and skill. The best teams know when to pass and what play to choose. Having trouble with 
this crucial factor of the game? Peruse this comprehensive playing guide, encompassing the best plays to use, which 
teams to use them with and when they're most effective 
Everything you need for a thirty-yard gain, second down, crowd-exuberating touchdown and perfect field goals 


HAIL MARY PASS 

The Hail Mary can be used to good effect in the 
normal game situation. 

The play sends your best three receivers racing 
downfield trying to break from their markers. 

This play is a good yard maker in the second 
down situation. Don't risk trying it on third or 
fourth downs, though. If you choose a Hail Mary 
play and the defence show a deep defensive for- 
mation, change to an audible or you could be 
intercepted. 


HB TOSS & PASS 

This play is excellent if you need ten yards fast. 
The quarterback throws the ball to the halfback, 
who can then either throw or run with the ball. If 
the back field opens up it's best to throw; if the 
defence sits back go for the run. 


ROLLOUT PASS 

This is probably the best play in the entire game, 
and can be used for gaining short or long yardage 
almost every time. When the ball is ‘snapped’ 
you should run the quarterback to the right and 
then wait for the receiver on the right-hand touch 
line to get into а good receiving position. Then 
throw to him. If you don't overuse this play it 
works every time and can get you out of some 
tight situations. 


гу». QUARTERBACK SNEAK 


ча 


(4 а This play is excellent if you need a couple of 


yards for the first down or are on the opponents’ 
goal line. The ball is 'snapped' and the quarter- 
back surges forward to gain the few vital yards. 
There is not really a great deal the defence can 
do to overcome this style of play. 


№ QUICK SLANT 


When the ball is snapped move back and wait 
for one of the receivers to make his slant from 
the sideline to the middle of the pitch. Now 
throw the ball to him — use a ‘bullet’ pass as 
this means the defence has very little time to 
react and make the tackle. 


FLOOD RIGHT 

All the eligible receivers head over to the right 
side of the field and wait for a pass. If you run 
the quarterback to the right as well you can 
see who is open and therefore the best receiv- 
er. This play is good for gaining short or first 
down yardage. 


Here is a brief guide to the most effective defensive play 


WIDE ZONE 

There will be good cover to the sides of the field 
but there will still be a couple of defensive men 
covering the middle. This play offers a good 
opportunity to get an interception as most of the 
offensive receivers are covered. 


SAFETY BLITZ 

This play is best used in a goal-line situation as 
it puts the offensive line under great pressure 
from the blitzing players. If they go for a run you 
should be able to stop the ball carrier before he 
can make up much ground. |t also leaves one 
player in the back field just in case the offence 
tries a surprise pass. 


SAFETY CHEAT 

This is the play to use for those vital third down 
passing situations when the offense has to make 
hig yardage. If used correctly it gives you excel- 
lent aerial cover and also offers you a good 
chance to break up the play before it is complet- 
ed, it sometimes even results in an interception. 
И works best if you control a defensive lineman 
or linebacker and cover whoever is carrying the 
ball. Leave the rest of the team to break up the 
pass while you go right for the quaterback and 
try to force him to release the ball early or make 
a mistake. 


JET BLITZ 

Use the 3-4 formation to give this play the most 
impact. It's a very aggressive play which makes 
it very tough for the offensive line men to clear a 
path for the ball-carrier. 


MED ZONE 

This is much the same as the jet blitz, but the 
defensive player is deeper downfield anticipating 
a longer pass. This formation does leave you 
very open to a short running play, so use with 
саге. 


SHORT ZONE 

Use this play if the opposition needs to make a 
gain of about five yards, they more than likely 
will pass the ball, and this play gives you a good 
number of defensive men in this crucial area. If 
they do decide to go for a running play on the 
audible you will still have a good deal of players 
on hand to tackle. 


Up — Run 
Down — Run 
Left — Run 
Right — Run, 


BUMP AND RUN 

This is an excellent play to use if you are not 
sure what the offense is going to do as it is a 
good all-round play. It can be used to defend 
against both running and passing plays. It 
works best if you control one of the line men 
and rush the quarterback as most of the other 
team members have specific players to cover. 


Ccheats/ 
Codes 
Game 
Genie 


RH9T860T — Master code must be entered 
HWLTCABE — Each quarter lasts one minute 
ВОКАВЕ4О — Extra point worth nine points 
GDLABEXW — Safety worth one point 
BDLTAADR — 30 yards needed for first down 
CCLTCBBE — Each quarter lasts 60 minutes 
GDLABAXW: Safety worth eight points 
ВОКАВЕБС — Field goal worth eight points 
AHKABESG — Field goal worth one point 
GDKTBATA — Touchdown worth eight points 
GDKTBE1A — Touchdown worth one point 
FDLTAADR — Five yards needed for first down 
BDJAAAAB — Seven plays to get first down 
RG3TAGWG — Infinite timeouts for both teams 


Jump/tackle 


Charge/dive tackle 


Pass 


SECA <1>--- 


UNGLE STRIKE 


One of the all-time classics, Desert Strike, a helicopter blast that's not only a frantic shoot-'em-up but also 
packed with strategic manoeuvres, has spawned the sequel Jungle Strike. Taking the original action of its 
predecessor this adds the exciting twist of new vehicles to control as well as an enhanced helicopter. 


he Madman from Desert Strike 
was terminated but his son has 
followed in his dictatorial foot- 
steps and threatens to destroy 
the entire world. The battle, this 
time, takes place not only in the jungle or the 
desert but is spread over nine levels of hos- 
tile terrain. Prepare yourself for the ultimate 
strike with a guide to the first seven levels 


CAMPAIGN ONE 

The first part of the mission is to pro- 
tect some historic monuments. This is 
easy provided you aim carefully and 
hit the enemy, not the buildings 
Blowing up the cars is also simple but 
again, think twice before firing a mis- 
sile, it could be a civilian car that's hit 


Following this you need to escort the pres- 
ident while he’s in his limousine. Stay 
ahead of the car at all times to see an 
obstacle before it's too late. The main 
attackers are terrorist vans — so no 
mercy if one rears into sight 

‘о capture the commander on the follow- 
ing mission, shoot the side of the building 
in which they're trapped with the guns. 
Blow away the guy who runs out with the 
bazooka and winch up the commander. 
Finally, use a Hellfire on the house in 
which Akbar's imprisoned, and before 
blasting the sniper who pops out. Keep an 
eye on your fuel level, it's all too easy to 
orget about this in the heat of the action 
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Level 1 
RXVWT74MYR7 
Level 2 
9WT7ZNHCFVNY 
Level 3 
X7NL4SHCYRN 
Level 4 
VL4S6MGZBVP 
Level 5 
WS6MHPZF9TJ 
Level 6 
TMHPGCFDYRL 
Level 7 
7PGCZJYK3XM 
Level 8 
NCZJFD3BRWC 


* UP - Forward 
* DOWN - 
Reverse 

* RIGHT - 
Rotate 

right 

* LEFT - 
Rotate 

left 


CANIPAIGN TWO 


Before boarding the hovercraft you 
need to rescue two lost Navy SEALs 
a bit of concentration is all that's 
needed, as there aren't many of ene- 
mies to contend with. To get to the 
hovercraft take out the four armed 
guards that patrol the island. 

When chasing the boats use mis- 
siles instead of mines. Don't stick 
too close to the opponents — 
they're trying to lead you into all 
kinds of hazards 

You're going to have to move quickly 
to rescue the stranded pilot because 
he's about to be blitzed by a heavy 
assault of weaponry — have your 
trigger finger at the ready 


joypad controls 


* Pauses game 


* Hellfires 


* Hydras 


* Chain gun 


CANIPAIGN THREE 
Back at the helm of your Apache, 
the first objective to complete is to 
destroy the control towers. While 
doing this, blast all the tents you 
come across to discover some hid- 
den pick-ups which aren't always 
displayed on your map 


To ensure your safety, blitz the tank 
depot as this reduces the amount of 
invading tanks. For a few extra points, 
winch up the fleeing soldiers as they 
tun from the burning debris. 

When the communications expert has 
been successfully captured transport 
him to the communication wires on 
the other side of the camp. This 
enables him to bug the Madman s 
phone systems. 


Later on, you'll encounter three wooden 
huts and all of these need to be blown up 
and the operators inside need to be cap- 
tured as they issue you with the radio 
passwords. 


If you successfully manage this, the 
last part of this campaign is to elimi- 
nate the buildings containing the 
nuclear reactors. Just make sure you 
waste all ground vehicles before tack- 
ling the building or you won't stay in 
the air for many seconds. 


о CAMPAIGN FOUR 


Heading into the depths of the jun- 
gle itself, your first mission is to 
blow away all the lookout towers. 
Always stay in close proximity to 
the tower you're destroying as 
enemy units are all over the place 
— stray too far and you're cannon- 
fodder. 

Whilst rescuing the hostages be 
very wary of standby armored 
attack vehicles — they won't stand 
by for long. 

When you attack the helicopter 
fleet, blast from the rear, they 
won't even see you coming. 

Later on, weapons plants need to 
be wasted. When you're tackling 
this tricky situation, make sure you 
hit every target first time. One mis- 
take and you're dead. 

To capture the group commander, 
check out the barracks to the south- 
west of the weapons factory. 


*** 


[5] CAIVIPAIGIN FIVE 


The city of Puloso is under attack and 
it's your task to destroy the suspect 
warehouses and rescue the trapped 
civilians. Before you fly straight into 
the thick of things, eliminate the tow- 
ers that guard the buildings: you'll 
stand a much better chance. 


CAIVIPAIGIN SIX 


Just when you were getting used to 
the hot climate of the jungle, you and 
your chopper are thrown into freezing 
cold wastelands — and right away 
you're under attack from many assault 
vehicles. 


To make the situation easier, trash 
the entire outer line defences before 
battle as this dampens the enemy's 
fire power. 

Call up the map and note the position 


CAMPAIGN SEVEN 


One great element of this campaign is 
that you get to fly a Stealth fighter, but 
before you can get in the cockpit, blow 
up all the tanks and artillery units that 
surround the Stealth. Now land the 
Apache and get ready to fly the awe- 
some black bomber. 


Head to the nearest bridge on the 
radar and destroy the surrounding 


Be careful to avoid hitting the scien- 
tists that walk around the 
warehouses. Instead, pick them up 
for some intriguing information. 
Following this, you need to follow 
and blow up armored cars trying to 
leave the city. First, you need to land 
at the police HQ (by the power lines) 
for the necessary motorbike. 

To finish the armored cars, use the 
mines and just before you head for a 
duel with the drug baron himself, arm 
yourself up with as much armor, fuel 
and ammo as possible — you'll need 
as much as you can get. 


of some small rocks (in the middle of 
the map). Fly there and shoot them to 
reveal a secret bunker full of war- 
heads. Pick these up with the winch 
and continue. 


If you manage to make it to the power 
lines, don't engage the tanks as they're 
just about impossible to destroy. 

To locate the secret bases find the 
prominent snowdrift and blast it. The 
bases will be revealed. Now return to 
base before you do anything stupid. 


tanks before annihilating the bridge 
itself. 

Lower your altitude when at the mis- 
sile launchers and circle around the 
one you want to destroy. Every time 
it's within your sights use a Hellfire. 
Stay low and use the circling tactic on 
the fuel dump and when this is 
destroyed head for the pyramids as 
this is where the secret nuclear mis- 
siles are being kept. 

At the end of the campaign return to 
where you first picked up the Stealth 
to get back in the Apache. Return to 
base and proceed to Level Seven. 
You're on your own from now on and 
time to see what your piloting skills 
are truly like. Good luck... 


SEGA <>— 


KRUSTY'S 


SUPER FUNHOUSE 


Hey, hey, it's Krusty time, kids. The green-haired clown with an eye for a profit margin is getting 
hassle in a rodent-ridden situation. There's a mouse in the house — in fact there are dozens. Сап 


Level Two 


you help Krusty clean up his act? 


he rats have taken over Krusty's Funhouse, and he's got to make it safe again for the kids. Rats are dispatched by leading them 
to a masher — there's one in each of the 60 rooms, but the path is not always obvious, and sometimes Krusty feels like giv 
ing up. This playing guide should help you see him through to a big cheesy grin and a squirt in the face with a trick lapel 

flower. Level one is so easy that we'll start with level two 


| 


X 
ump up the platforms above the door to 


them to make steps up to the pipe for the 
rats. With the other block, quickly jump to 
the other side of the pipe and place the 


just right of the steps 
he rats should now be trapped, so you 


retrieve one of the blocks you used for 
steps. Back over the pipe, ап 
ar left of the block you trapped the rats 
with, then drop it 

he second block should be diagonally left 


of the first, so pick up the first, enabling the 


et three blocks. Bring them (one by one, of 
course) down to the ground and use two of 


block in front of the gap under the platform, 


ump back to the other side of the pipe and 


stand on the 


ROOM ONE 


22222222 


rats to get through, and jump over the 
obstacle from the remaining floating, midair 
block. Now just keep going right (ahead of 
the rats if you can) until you see the menac- 
ing form of the green masher on the far 
right. The steps leading to the masher have 
a block missing on the final step, so put 
yours there and it'll be all over for the pesky 
rodents. 

That was the tough part, now for the good- 
ies. Remember when you were walking 
right to find the masher, and there were 


those weird brown 
disintegrating blocks? 
Go back to them 
stand on them, and 
when you hit the floor 
below walk left until 
you find a block, then 
right until you see a 
purple goodie-box 
Kick it for an extra life 
and jump back up to 
the floor above 
Now, above where the 
disintegrating blocks were there's a plat- 
orm. Jump onto this and soon a moving 
latform will appear from the right. Jump 
onto it, and watch out for another moving 
platform above you, then jump onto that 
When this platform reaches the far right of 
its journey you can leap onto a solid plat- 
orm, then jump and run right over the 
rapidly-disintegrating blocks. Don't stop! At 
the end of this run are five lovely goodie- 
boxes, so grab 'em, walk off to the right, 
and get out the door. 


EXTENDED PLAY KRUSTY'S SUPER FUNHOUSE IS 
ROOM TWO 
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Kick the heavy block down to the floor, then 
ump over it onto the steel platform. Walk 
right, watch out for the alien, and just after 
im jump onto the platform on the right. 

hen get up onto the platform with another 
heavy block; kick it right, enabling you to. 
ump to the higher platform and kick the 
other heavy block, letting both sets of rats 
walk off and fall to the floor. 

Now walk off the left-hand edge of the plat- 
orm and keep going left to get the box 
which provides you with five super balls. Go 
back to the steel platform with the heavy 
block at the other end of it, but don't waste 
any balls on the alien 

Now stand just right of the disintegrating 
blocks and fire a ball, then move slightly and 
repeat this until all blocks have gone. Then 
jump onto the steel platform again and walk 
left back to the heavy block. Kick it right 
(under the steel platform) until it falls off 
and creates a step for the rats to walk right 
into Homer's evil laser. 

Now jump back up to where the door is but 


DON'T TOUCH IT! Instead, stand 
just right of it and jump onto the 
pipes above and to its right. Walk 
left, negotiate some pipes to get 
to the top left, then walk left, 
drop off and negotiate more pipes 

Д to get to the top left. Carry on like 
this — there are many goodie- 
boxes on the way to keep you 
entertained. 

When you have to go right watch 
out for the indestructible laser, then keep 
going right and chuck a few balls at the 
alien. Jump up after the alien and you 
should see three boxes; collect 'em and the 
third lets you into a bonus room. This room 
has to be done quickly because it has a very 
short timer. As soon as you can, go right 
en left then right again, jump over the gap 
and collect the red suitcase, then go left and 
e rest is simple. Miss one jump and you're 
in danger of running out of time. 
you collect all the goodies in the bonus 
room you get an extra life, and there should 
be a box on your right when you exit it. Kick 
the box and it turns out to be one of those 
weird mystery boxes that reveals something 
ater on. 


This room has two moving lasers in the cen- 
ter, with an elevator either side of them 
Don't use the elevators, because you'll get 
shot —use the small platforms on the walls 
instead 
First, you'll need some ammo, so go right 
(into the passage that's parallel to the bot- 
tom of the elevator rails) and walk right 
Watch for the alien and jump onto the disin- 
tegrating platforms, quickly going to the 
next until you're on the long disintegrating 
platform across the top of the screen. Run 
along this and get the box, then drop down 
and veer left in the air 
The next bit is real tricky so you have to be 
very fast. There's a disintegrating platform 
on the left with a box on it. If you're quick 
enough you can kick the box before you fall 
and gain 12 balls. If you're not quick enough 
you're going to have to kill the aliens with 
super balls, but you're bound to take a few 
hits. Don't waste any balls on the alien 
directly below you; just run back to Homer 
Jump onto the platform above Homer and 
keep going until you can get into the passage 
on the left. Go in, get the block and put it on 
the floor, right of Homer. Do the same to get 
to the second passage and walk off it, then 
keep dropping off the platforms to the floor. 
Shoot the alien, go right and get the block, 
then negotiate the zigzag platforms to get 
back out, and put the block next to the other 


There are two aliens to be shot in the third 
passage, then just grab the block and put it 
with the others. On the right edge (above 
the passage you got the balls from) are 
more passages. The first has a box with five 
super balls; take them up to the next one 
and cut a path through the first set of disin- 
tegrating blocks. Pick up the block and take 
it back down to the others 

Use these blocks to make steps up to 
Homer. The trusting rats will stroll right into 
him, and you'll have finished the room 


This one's easy when you know how. As 
soon as you enter the room, run right and 
take the block from:the mouth of the pipe. 
Drop it just left of where it was (so the rats 
can walk over it and into the pipe), jump 
over the pipe, and take the block from this 
end, too. Wait for a few seconds and the 
rats will come through the pipe and walk 
past you, over the disintegrating blocks 
(they're too light to have an effect), 

There are three rats, and as soon as the last 
one's past you, stand on the first disintegrat- 
ing block and drop down, veering right. Run 
right (you'll probably take a few hits from the 
lasers but it's worth it) and if you're quick 


you'll see the rats dropping down from above. 


The steps to Homer have a block missing, so 
replace it quick and the rodents will be blown 
to an electrifying death by the fans. 

That's the work, now for the rewards. Go 
back to the disintegrating blocks and go 
across. If you jump very fast most will stay 
untouched, giving you a 

second chance if you need 

it. Jump over Homer and 

jump right again to get to a 

passage. Walk over the 

four disintegrating blocks, 

and pause for thought. In 

the first of the three pits, 

stand on the very left block E 

and the moment it disinte- 

grates jump into the mid- 

dle and right ones. You 

should be able to collapse them both if you 
stand in the very center of the two. Do the 
same for the next layer. Now stand on the left 
and middle blocks of the next layer down, and 


ROOM FIVE 


This room is a piece of cake — just watch the lasers. Drop off to the left, and collect the 
goodies in the bottom left corner, starting at the top of the pile. Shoot the two aliens, jump 
up on the right-hand set of pipes and collect the block. Now go over the top onto the top left 
platform and place the block over the vertical pipe's mouth. 

Eight rats will now appear from the pipes and walk over the edge, falling to the floor. Take 
the block and follow them, then stand on the very left of the pipes on the floor. When two 
rats pass you, drop the block and it should form steps up to Homer. Pick up the block as soon 


four times. 


- as they're off it, ready for the next two. The rodents travel in pairs, so you'll have to do this 


Once all the pests have been exterminated, use the right pipes again to get to the top of the 
screen, then drop off the left edge of the green platform and veer left. You'll land on some 
pipes, from which you can jump back to the door. 


ROOM SIX 


4595555 
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This is a difficult room, with more than one 
solution. The easiest goes like this: Walk 
left from the door and drop down, then 


when they disintegrate move to the left block 


only and you'll drop down onto the goodie-box. 


Kick it, and jump quickly back up to the solid 
platform between that and the next pit, and 


keep following the passage until you see a 
block. Pick it up, and watch out for an 
alien. The silver platforms take you back to 


repeat the process twice. 

Return to the row of disintegrating blocks 
(mostly gone by now) and jump up the silver 
platforms for an energy box. 


EXTENDED PLAY KRUSTY'S SUPER FUNHOUSE ES 
the door. Now walk right and jump over R eo eo м S E V Е N 


the gap, placing the block in the bottom 
left of the platform you reach, enabling 
you to jump up to the next level 

Proceed left, jumping over the pits, and 
keep going until you come out next to а 
laser cannon. Drop to the floor and take 
the block from near the rat, on the right 
Get back up to the laser, and place the 
block on the left edge of the platform 
directly beneath it 

From that block you can now reach the 
platforms on the left wall, and then the 
platform under the second laser 

There's a goodie-box here, and above this 
are four points boxes and an energy one 
Now drop back down to the rat and place 
the block where it will complete the steps, 
lowing him to escape to the left. Take 
the block and follow him down the first 
ole on the left. Drop the block and pick 

p the blower in the bottom left corner of 
this pit. Follow the rodent down the hole 
you just created. Use the blower and a 
block from just right of the U-bend pipes 
to get back up and retrieve the block from 
the first pit, which is where you found the 
blower 
Go back down, over the U-bend pipes, and 
put the blower in front of the mouth of the 
pipe which goes along the floor to the 
right. Now use the three blocks to create 
steps over the U-bend pipe and the rat will 
be safely trapped 
Take the three blocks and make a bridge 
from the left edge of Homer's platform to 
the pipe above, placing the first block just 
off the platform. Now return to the rat, 
and when he’s right of the blower, swiftly 
pick it up and put it directly below the 
right-hand pipe of the two above and just 
right of the blower. Rat-fink will be 
whisked up the pipe, down the steps and 
into Homer's fat, hairy arms. He won't 
know what hit him 

That's the rodent dealt with. Now you get 
back to the door by going right. There are 
a few boxes on the way, and one that 
needs two blocks to reach it, so take some 
blocks if you like 


Speed is the key to this room. It's difficult but you can take as much time as you like to 
explore because the rat starts off trapped. It helps if you have a few balls left over from the 
last room to kill the three aliens which roam the floor, or they'll slow you down. If you haven't, 
you can always find the moving platform at the top and ride it to the right to get a super-ball 
goodie-box. Then get on it again to reach the disintegrating blocks and bust 'em all to get to 
some goodies, including ten balls. 

But to complete the room, grab two of the three available blocks and put them over the first 
two hazards on the floor (the pipe and the first blower). Then use the third block to let the rat 
out so he'll drop down onto the block you put over the pipe. Grab the ‘step’ block and follow 
him. There are six hazards on the floor, and you only have three blocks, so you'll have to keep 
picking up the last block the rat walked over and running ahead to put it over the next hazard 
At the far right there are steps to 

another area, but they need a block, so 

you'll have to pick up the last one 

again and put it there. Then rush back 

to get another block to put over a pipe, 

which is the only hazard in the new 

area 

he next part is tough. You'll have to 

create steps up to each platform to 7.1 Р.Р 245 : 
ead the rodent to Homer. You only Eur mum mum Eum mm Rum Rum Eum m pa E LEE UI 
have three blocks, so be careful. The 

irst step is the block over the pipe, but 

efore completing the first bridge you'll 

have to put in the second step of the 

second bridge. This should be diago- 

nally down and left of the second plat- 

orm, with the corners just touching 

Now, complete the first bridge and as 

Soon as the rat leaves the block over 

the pipe, pick it up and run ahead to TETTE — 9 T 
place it on top of the highest point of Г ке ТТТ 
the first platform. The moment he turns |-M — 

back, grab the block again and com- 

plete the second bridge. When he's 

past the midpoint of this platform, put 

a block on it so he'll be trapped. Take a 

well-earned rest. 

Take the two spare blocks and form a 

bridge to the third platform, then 

remove the block trapping the rat, run 

to the left end of the third platform and 

make it the first step. Run back and 

take a block from the previous bridge 

(which the rat will have passed over by 

now) and use it to complete the next 

bridge. Don't stop! Grab that last block, 

sprint to overtake the rat and plug a 

hole just before Homer or the rodent 

falls back down. Enter the pipe and 

ФФ 6 you'll have to start from the beginning 

again — but if you're fast enough, it's 

hasta la vista, Ratty! 


ROOM EIGHT 


here are two methods for handling this room, an obvious and very difficult one and a 
sneaky, very easy one. The difficult one involves trapping the rat on each of the series of 
platforms that lead to Homer and building bridges very quickly between them. The sneaky 
method goes as follows. 

ake the four blue blocks up to the gray and yellow platform near the ceiling with a pipe end- 
ing just above it (it’s just right of the silver steps). Then place two blocks on top of each 
other, just right of the pipe, and two on top of each other on the very left of the platform 

Go and get the up blower and put it on the very right edge of the highest silver step, so it's in 
ront of the green stripe in the background. When the rat touches it he should be blown to 
the left edge of the pipe platform. Now, put the sideways blower in front of the first silver 
step and get up to the platform with the blocks on 

Stand on the top left block, pick it up and inch left so that when you drop it, it'll be diagonally 
eft of the lower one. When the rat has hit the blower and shoots up to the ceiling, drop your 
block so he lands on it and walks right, onto the platform. Replace the block you just 
dropped, trapping him, and jump back down to fetch the up blower. Get back up and put it 
below the pipe, and that rodent will be history in a matter of seconds. 

f you explore to the right you'll find a hole in the floor leading to a pit with two aliens. Kill or 
avoid them to get the super-ball goodie-box at the end. Don't use the balls on them; get back 
out and stand on the highest silver step (where you put the up blower earlier). A moving plat- 
orm will appear, so leap onto it and up to the next one, and then the one after that 

From this third moving platform you can shoot the disintegrating blocks embedded in the left 
wall and then jump into the gap and finish ‘em off. This uncovers a passage to an alien, but 
also some hard-earned goodies. Enjoy. 


There are no rats here, just a load of goodie- 
boxes and a mystery box. Walk up the zigzag 
silver steps, jump over the lasers, and get to 
the far right. 


There's a wide tunnel going straight down: 
drop into it and veer right to get into the vital 
passage. In it are two aliens and five boxes, 
one of which is the mystery one. If you miss 
this passage, you'll end up at two rows of 
disintegrating blocks which both lead back 
to the start. Once you've got the mystery 
box, head back to the door and level two is 
finished. 


ROOM NINE 


V A devious maze of pipes 

ul poses the only obstacle in 
this room. Approach and 
enter the maze, then begin 
by going right as often as 
possible before jumping, and 
you'll wind up near the bot- 
tom right of the maze. Kick 


the box to get ten balls for later on. Now 
keep going left as often as possible before 
jumping, until you're level with the black 
and yellow arrows and can see the ceiling 
when you tap the jump button 

On your right should be some steps 
(they're pretty well-hidden). Jump up the 
first two and walk up the next, then just 
stroll off to the right and veer left in the air 
to land on the safety platforms. Waste the 
two aliens on the floor, and grab that 
block. Get back to the top using the plat- 
forms or the elevator and jump off to the 
right to get back to Homer 

Now, you need two blocks and you've only 
got one, so you'll have to keep picking it 
up and moving it quickly. Start by putting 
the block under the mouth of the pipe, and 
as soon as a rat enters the pipe, pick it up 
again and jump onto Homer's platform 
Place the block in the gap between the 
end of the tunnel and the platform, and the 
rat won't have any choice. Repeat this 
process for each of the rats for a rodent 
massacre, and when you've finished them 
off you can move on to the final room of 
this level 
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Now for a quick look at the first two rooms in level three. Room One is the first one you see, and Two is the one below it, slightly to 
the left 


ROOM ONE 


Level Three brings a new toy— the spring 
Don't worry, it's easy to master. Holding 
the jump button increases the height of 
your bounce, and don't forget that some 
springs can be picked up and used just like 
blocks. There are also some new ene- 
mies— flying pigs! Their flight patterns are 
unpredictable and they take three hits from 
normal balls to kill, but they're quite slow 
This first room isn't too tough; first go right 
and use the row of springs to reach the 
blower on a high platform. Don't worry 
about letting the rats get ahead. They'll be 
fine. 
Now proceed right, use the next spring to 
get over the huge obstacle and drop down 
from its right. Walk left down the steps and 
keep going, up the next steps while watch- 
ing for those airborne pigs. Drop the blower 
somewhere the rats won't get to it, drop off 
the ledge and pick up the spring. Walk to 
the right, using the spring as a platform to 
reach the upper of the two rows of boxes 
Get the goodies, grab the spring and use it 
to get back up to the ledge where the pigs 
can't menace you 
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Jump to the upper of the three platforms 
and pick up the blue block, then kick the 
heavy one off the right-hand edge. Now 
place the blue block on top of the pink one 
on the left of the platform below. Go back 
and get the blower, then study the steps 
They are normal up to a point, but become 
two blocks long. Put the blower on the low- 
est two-block step. Now sit back and watch 
the rodents hurtle toward Sideshow Mel 


TIT) 
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A doddle when you've got these tips, but a 
life consumer if you haven't, seeing as one 
mistake will screw the whole thing up. Go to 
the top right where there's a heavy block on 
a platform. Kick it to the RIGHT, off the plat- 
form, and keep doing so until it falls to the 
ground just left of Sideshow Mel. Now kick it 
all the way to the right so you can jump off it 
and reach the tunnel high up on the right. Go 
to the end of this and jump to the right off 
the very right-hand edge. You should land on 
a platform from which you can jump left to 
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get a whole load of goodies, enabling you to 
dispose of the flying pig that's round there 
somewhere 
Drop down the several platforms till you 
reach the ground and pick up the spring 
there. Go left and kill the snake in the tunnel, 
then use the new spring you'll find to get to 
the ledge high on the right. Don't use your 
spring to get up to the next ledge — there 
are hidden platforms. Stick the spring some- 
where and jump up, and a platform should 
appear beneath you on the way back down, 


this may take some experimenting but the plat- 
forms are everywhere, so it's not difficult 

Now get to the top right and you can return to 
where the rats are. Stand over the mouth of 
the pipe that goes down and to the right, and 
as soon as a rat steps on it, drop the spring 
There is a split second before the rat disap- 
pears down the tube, and if you put something 
under it, it'll keep on walking (right into kindly 
ol’ Mel!). Just repeat this for all the rats (pick- 
ing up the spring and dropping it again) and 
that's room two 
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Left, Right, 
Up, Down and 
Pick up. 


b" 4 Fire/Kick 


Nothing 


INFINITE LIVES 
AND IF YOU’RE REALLY STUCK, 
IF YOU JUST ENTER THE PASS- 

WORD AS SMAILLIW YOU GET 
INFINITE LIVES AND ALL DOORS 
ON ALL LEVELS OPEN TO YOU. 


LEMMINGS 


For years the suicidal mop-heads from Psygnosis emmings are a weird bunch, the green mop- 
headed guys are always getting into tough 
have caused premature baldness on all Systems. situations and as usual you're the only one 


who can save them from their blind, head 


The 16-hit Sega version is no different. If you long scamper to destruction. Assign them different skills 


from the menu to build, climb or dig their way to safety 


don t want to spend hours removing your own Or if you get really down on them just nuke the whole 
hair, this is the guide for you. ee 


JUST FOR LAUGHS МОР-НЕАОЕО MAYHEM 


The degree of precision required on the Mayhem levels is awesome. You 
FUN LEVEL ONE have to be pixel-perfect with every move; the slightest error will lead your 
Lemmings to their doom and you one step closer to the toupee shop. 
The Level's called "Just Dig’ Not only do you have to figure out the way to get your Lemmings to the 
and what you have to do is... safety of the Базе but the degree of precision must be gauged just right 
er... just dig. Make one first time — lay that first brick in a fraction too far to the right and it's 
Lemming a digger and they'll into the pit and game over. 
all reach the exit. Piece of One of the most crucial areas on these levels is the building of bridges. 
cake! Placing the first slate or step fractionally to far to the left or right will end 
in disaster. 


TRICKY LEVEL ONE icon. You want him to build so that he’ 
teach the base of the platform, and turn 
A seemingly easy screen, but you have to be deceptively = 2 back. You only get one chance — i 
precise to pull it off. When the Lemmings appear, select the you're too low then the other Lemmings 
digger icon and wait until the first one reaches the very far В Д will fall into the lava when they get 
fight of the top platform. Make him a digger as far to the " і here, if you're too high he'll just stro 
right as possible. If you're not far enough then you won't = x into the exit and you're beaten. If yo 
have enough space for the others. Make the second — waa use a basher on the chain from the le 
Lemming a digger the very second before he falls down the - ——— Е. side he'll go right through to the lava. 
hole that the first one made. Make the third a digger the but falling from the bottom of the platform is just low When he’s built his platform, turne 
very second before he falls down the... you get the picture. enough for them to survive. Devious, isn’t it! around and reached the chain, make him 
All Lemmings must dig their own holes because if they fall Once on the second platform they'll walk to the exit. bash through it to release his friends. 
from the top of the platform they splat on the ground below, Just remember to keep as far right as you can. They travel in little groups, so you" 
have to wait until the first Lemming 
returns (he'll be the only one on his 
WORKING ON THE CHAIN GANG Once he’s over the now incomplete chain, make own) and make him a builder just left of 
him a basher to get through the screw on the the present bridge. He'll make a bridge 
A fairly tricky one. Make your first Lemming а right. The other Lemmings will be trapped on lo the exit platform and that's level 
climber, and as soon as he reaches the top of the the left of the chain. one. 
first coil of the big chain, turn him into a miner. Leave him walking right, and select the builder 


CLIMBER: 
Activate this skill and the Lemming will 
climb all walls and even vertical obstacles. 


MINER: 
Hi ho, hi ho, it's off to work we go. 
This guy makes diagonal progress 


in a downward direction using his 


DIGGER: pick. 
This Lemming digs on his hands and 
knees straight down. 


FLOATER: 
By virtue of a Mary Poppins-style umbrel- 
la a Lemming can fall any distance safely. 


BLOCKER: 
This Lemming puts out his arms to stop the 
rest of the crew from passing this point. 


BOMBER: 
Suicide rodents are here — 
this guy is a walking time bomb 
— once set he explodes in five 
seconds. 


BUILDER: 
The bridge builder, he constructs a 45 
degree upwards stairway for his com- 
rades to climb. 
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14: MNMSY 29: 
15: YDMRG 30: 


NUKE: 


:DXNCL 19: WBGLX 
: RXHXJ 20: HKNHL 
: ХВМСМ 21: VKHDK 
: WMHWK 22: BPNGV 
:HGNRP 23: ZYHZK 
19: RBGKW 24: LSNVP 
|10: ХЕММН 25: VNGNW 
ит: WQGGX26: BSNQH 
|12: HYNCL 27: ZCGLX 
|13: VYHYJ 28: LLNHL 
: YLHDK 


If it all gets to much 
for you too handle 
just hit the button 
and the whole bunch 
of rodents goes up 
in a cloud of smoke 
and a very big bang! 


Nothing 


Nothing 


Select and activate icons 


So you've completed the easy levels and are having a few problems with the harder 
stages — it just got easier. Here are all the codes for the Genesis, from Tricky on 


1: УРТОТ 16: 

2:ZJKWP 17: CLDVD 
3: CRDQF 18: DPKXP 
4: DNKWP 19: GWDRF 
5: VKDSN 20: HXKXP 
6 
7 
8 


:FVJXX 17: ZJPDJ 
13: MLDWF 18: SHKNC 
|4: КМКРВ 19: ZXDLK 
|5: PQDPR 20: DSJFX 
|6: HHKRK 21: JVDFN 
|7: PFDMS 22: BMKHC 
:HWKNL 23: JKDCP 
:JTDKK 24: BBKFH 
0: GHJBX 25: CYDZF 
|11: NXDYD 26: ZZKSB 
|12: GWJXX 27: HRDRJ 


:BSLPB 21: YPDTD 
:DZDJR 22: FXLQB 
: FWLPB 23: HFDLR 
: SNDHJ 24: JBLRB 
10: TRKKT 25: WSDJJ 
11: WYDDK26: XWKLT 
12: XVKKT 27: ZDDGK 
13: PSDGS 28: BBKMT 
14: VLKBX 29: 
15: XSDVM 30: 
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Ever dreamed of flying your very 

own state-of-the-art helicopter, 

kitted out with all kinds of missiles 

and machine guns? In LHX Attack 

Chopper you can do just that, and 

get the chance to fly the most g 

advanced chopper in the world, ATT А К 
which the US military top brass 

refuses to admit exists — the 

Light Helicopter Experimental, or C H О P P E Q 


LHX for short. 


he 16-bit Sega hasn't had many flight sims, but Electronic Arts have tried to remedy the situation. First they gave us F-22 
Interceptor, before sidestepping into the rotary side of aerial simulation. After the classic Desert Strike (also by EA) 
we're given a more realistic, if less immediately accessible, view of helicopter combat with fewer of the frills 
Two whirlybirds are on offer. First there's the good old Apache — the most robust and hard-hitting helicopter gunship in 
existence, packing myriad death-dealing weapons and state-of-the-art defense and guidance systems. If you're feeling a bit 
more adventurous, however, why not check out the LHX, an ultramodern airborne arsenal? It's so new the authorities still don't 
acknowledge its existence. 
All that's known about this mysterious machine are a few drawing-board representations. But EA have taken a guess, so you can fly 
it, and here's how... 


KNOW YOUR ENEMY FOOT SOLDIERS 
G During missions you come up against many hostile e They may not look like much, because a rifle 


vehicles, land and airborne, with a variety of isn't much use against а fast-moving armored 
weapons systems. Obviously some pose a more helicopter, but beware. Some troops carry shoul- 
potent threat than others. Therefore it's essential der-slung SAMs. They're unguided but you need 
for you to identify the most deadly quickly and to get in close and take them out with the 30mm 
despatch them first in the heat of battle. To do cannon. Keep dodging so the soldier can't get a 
this it's imperative that you master using both clean shot. 
controllers. It's tough at first, but far more effec- 
tive in the long run. Otherwise the computer auto- ARMORED UNITS 
matically designates the nearest target. (4) These are fodder for your missiles unless you mess up big time. BTRs are specifically for personnel 
transportation, so they're not exactly armed to the teeth. Tanks such as the T-72 are a little nastier 
SURFACE-TO-AIR MISSILES but the main threat comes from T-80s. Hit them at all costs as they сапу SAMs. Luckily for you 
e These present the biggest thorn in your side. they're slow. 
They come in a variety of flavours. Later models loading, so take 
(SA-8s, SA-9s) have more advanced guidance so your time and be 
take them out first. The CRT gives info on the sure. Portable 
current target's armament. SA-7s are the 
most common 
means of defense 
against air attack. 
If you're under 
heavy attack 
don't worry too 
much about ‘em. 
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ANTI-AIRCRAFT GUNS 

AA guns can't be fooled by onboard countermea- 
sures like guided missiles. They're mostly opti- 
cally guided. Long-range radar tracking means 
they're likely to see you a while before you see 
them. Any ZSU target should be treated with 
extreme caution. Your best bet is to hit them with 
Hellfires from a distance. 


AIRCRAFT 

As long as you keep low, jets won't give you 
much problem. Take them out with Sidewinders 
at your leisure. Helicopters are different — don't 
let them get behind you, especially Hinds, as 
their front-mounted cannons and superior speed 
will finish you off. Use your superior turning cir- 
cle to shake them then use Sidewinders (or 
Hellfires in an emergency). 


AMMUNITION CONSERVATION 
Whichever helicopter you choose, in combat 
ammo is eaten up at an alarming rate. Resist the 
temptation to go around blasting anything that 
moves or you'll wind up in the embarrassing 
predicament of running out before you've hit your 
designated targets. Your score's boosted Бу addi- 
tional enemy units destroyed but don't go out of 
your way to get them. On the other hand, keep 
one eye firmly on the radar threat display. 
There's no point wading headlong into massed 
enemy batteries. Fuel's unlimited so skirt around 
hotspots, taking out stragglers as you go. 


DEFENSE 

Don't rely on your automatic countermeasures to 
keep you out of trouble. The better infrared- and 
radar-equipped enemies will be able to fox them 
and you have no auto-defense against optical 
weapons. Therefore avoid flying in a straight line 
for long. Instead keep up a steady zigzag and 
always stay low. Another useful tactic is to use 
hills as cover. Enemy bullets can't travel through 
them and, more importantly, tracking systems 
can't see through them either. 


EMERGENCY 

o Be aware of mounting damage. It's better to turn back and re-equip than pursue an impossible goal in a 
crippled machine. If you've taken heavy flak and know there's enemy artillery between you and the base 
you have a decision to make. The first choice is to stay low and avoid them, but one hit may be enough to 
down your ‘copter. The other is to climb to altitude (the only instance in which you should do this). You'll 
present a sitting target for AA guns but at least you'll have time to perform an auto-rotation (see manual 
for details). This is one move you should learn as second nature. It could be your only lifeline. 


MISSION CODES 
CBAAEC CBCAQHC 
CBCAAVA CBCAQXA 
CDCABFC CDCAJEC 
CBAAIFC CDCARHC 
CDCKAZCC CDKABRA 
CDKERTC CDKELLE 
CDKEQLE СВАЕУКА 
CDKEZSC CBAEAZC 
CB4EIYC CB4EQ6C 
CBAEYAC EBAERLE 
CB4EZKE CB4EJYG 
CB4EBJE 
CB4ER6G 


ACTION REPLAY 


CODES 


LAST 
MISSION 


CODE 
СА1Ав4с 


Pick the right chopper for the job. Missions against 
tanks and other armored units are the Apache's forte. 
Because it's heavily armored itself, and with its vast- 
ly superior cannon and ordnance capabilities, you can 
really fight fire with fire every time. 


Rescue and recon missions, on the other hand, require 
а little more subtlety, as you may need to penetrate 
deep into enemy territory without arousing hostile 
forces. In this case the LHX, with its ‘stealth nature’ 


* Up — Speed up 
* Down — Slow 
down/go backwards 
* Left — 
Bank/ 
rotate left 
* Right — 
Bank/ 
rotate right 
* Up * Start — 
Climb 
* Down + Start — 
Decrease altitude. 


INFY GUNS 

INFY SIDEWINDERS 
INFY HELLFIRES 
INFY FUEL 


FFFBDOODO 

FFFiBFOOO4 
FFF1C10008 
FFFS2A004A 


and partial radar invisibility, will prove a far more useful 
weapon to use in certain situations. 


Weapons-wise, the rapid fire rotary nose cannon can 
deal with most threats. Unfortunately better triple A bat- 
teries will rip you apart before you get close enough to 
use it. In this case you will be better off to use the heat 
seeking Hellfires as their range and accuracy are far 
superior. If you don't chances are that you'll end up 
looking (and smelling) like Swiss cheese. 


Activate missle 


* Fire chain gun 


ROLE-PLAYING GAME 


MEGA-LO-MANIA 


Sensible Software's unique God game takes the role-playing genre and disposes of the customary 
lists of options and statistics, favouring an easy-to-use icon system. It's also particularly compul- 
sive; the concept's so simple, you'll wonder why you didn't think of it yourself. Controlling your 
people successfully isn't as easy as you'd think, but that's why this playing guide is here. 


n Mega-Lo-Mania, your main problem is a lack of ready resources — especially men, elements and weaponry. When 
allocating your subjects to an island, it's usually prudent to study your opposition first. After all, what's the point in 
placing 50 men on an island when 20 would suffice? 

Remember — individuals left over once you've completed an epoch are carried over to the next; more often than not, 

they're essential. It's almost worth having a quick look around a level to see what your competitors have, before starting that section 


again with the required amount of men 
INVENTIONS 


In earlier levels, mining isn't so much of a headache — there will be few Once - you've started ап 
elements required for new inventions. However, as the game progresses you'll + island, one of the first things 
soon experience shortages, as you discover your innovations are made of more і - on your agenda should be 
raw materials than you can produce. 5 ў to invent а few defensive 
The best method in the short term is to allocate more men to the mines, but and also offensive objects. 
this leaves you underpowered in other departments. The best way is to take 2 These are essential while 
all of your able-bodied characters, and leave them idle — they'll begin to А you're establishing your- 
reproduce more quickly, especially with the game speed set on maximum. E c ^ self; more often than not, 
Another essential aspect of intelligent pit management is to ensure you're Е == the computer will make lit- 
only mining materials you need — there's no point in having a stockpile of tle attacks to test your 
something you don't need... mettle during the early stages of each conflict. However, on later epochs (with 
their higher tech levels) you'll discover you can't invent objects straight away 
— begin mining to obtain the elements needed for your scientists. 
At some points, you'll find an element is exhausted. As a result, inventions 
requiring this as an ingredient can't be created until they're scrapped and 
redesigned to use available elements only. Don't bother with objects you no 
longer need — there's little point in redesigning a stick for defense when you 
can be working on missiles. 


OBJECTS 


Throughout, you'll find yourself 
creating all kinds of hardware, from 
rocks to flying saucers. Try to use 
better weaponry than your oppo- 
nents — for example, if they're 
using rocks, attack with catapults, 
and so on. This cuts casualties dur- 
ing conflict and furthers your cause. 
Always have spare supplies of 
shields for the repair of buildings 
— there's no point in lamenting the loss of structures when a little time put aside 
could have left you better prepared. 


Later levels require buildings other than your tower for the war effort — these have 
to be built by your men. They also have to be defended; like your tower, they sustain 
damage and can be destroyed during attacks. Generally, it's best to build all neces- 
sary structures once you've entered a sector. 


Once you and your opponents are capa- 
ble of creating nukes, matters are com- 
plicated. Winning becomes a matter of 
creating your warheads before your 
assailants do, and sending them to the 
appropriate sector. In this situation, do 
nothing other than create nukes and 
nuke defences — your time is wasted 
on anything else. One vital point is not to accidentally blow up your own sector — 
it's easily done, and that area is then uninhabitable by anyone... 


If you've tried but not succeed- 
ed, these level codes can give 
you а tasty glimpse of later 
and zreater levels, and their 
technolozy... 


Level 7 RWPBXJN 
Level 8 ILCBUDW 
Level 9 YU 
MOTHER OF 
CPFDGLLTUMA 


E 
P 


CONFLICT 


As a rule, it's better to use every armed individual during combat, as your weight in 
numbers will ultimately lead to more satisfactory results. Also, remember to return 
men to a tower after battles — otherwise, they won't reproduce. When using nukes, 
remove any forces you may have in the 

target sector — or they'll be vaporized 

just as cleanly as your opposition. 

Once you've destroyed an opponent's 

tower, it's advisable to kill off any of 

their forces that are still wandering 

around the map. If you don't, they're like- 

ly to build another castle. 


Being creative takes time. So it's a good idea to use the accelerated-time option to 
speed things up. Possibly its best use is during the expansion of the species — new 
people don't come into the world in a mere moment. Use the option carefully, and 
you'll soon find yourself with a massive workforce. Ultimately, having plenty of sub- 
jects helps with actions such as design and mining, and should be a priority while 
establishing yourself on an island. 


Left, right, up and down 
cursor 


Nothing 


Select Icon 


MORTAL KOMBAT 


Mortal Kombat is one of the most eagerly-awaited arcade conversions ever. With excellent game- 
play and graphics as good as you could have hoped for, the only problem is that beating Shang 
Tsang is one hell of a tough task. So here's a guide to each character, their special moves and 
even their individual death moves. 


he key to beating the evil Shang Tsang and finishing the game are the special moves each fighter can perform. If 
you can pull off Cage's Shadow kick or Sonya's Force wave attack in a split second you will stand a much greater 
chance of emerging the victor. In this guide you will be shown how to do every special move in the game and each 

death move which will put the "finishing touch' to any victory 


JOHNNY CAGE 


SHADOW KICK 

This move was perfected by Cage for one of his many 
films but it was so powerful he patented it and now uses 
it as his trademark move. It's very powerful and has an 
excellent range. For the best effect hit the enemy with 
multiple punches then go straight into a shadow kick — 
deadly! To execute it tap away twice and then toward, 
and low kick. 


GREEN FIREBALL 

This is an excellent move to use at long range, very fast 
and effective. It can also be used in a combination, as 
the shadow kick can, but is slightly less powerful. To pull 
this off push gi 257 е 
away twice 

and then 

toward, and 

low punch. 


SPLITS PUNCH 

This virtually impossible move is made to look easy by 
Cage's excellent skill. He does the splits and punches the 
Opponent in the groin area, immobilising them for a 
moment. To do this simply press block and low punch 
together. 


DEATH MOVE — HEAD PUNCH 

Cage's death move is very gory and basically involves 
him punching the opponent's head right off his/her shoul- 
ders in a huge flurry of blood. To execute this tap toward 
the opponent three times and high punch. 


HANDSTAND 
GRAB 

This is an excellent move for 

close combat. Sonya does a 

handstand, grabs the opponent 

with her leg and throws them 

over the screen, inflicting great 

damage. To do this push bottom 

left, hold block, low punch, and low kick down all at the 
same time. 


LEG | 


FORCE WAVE 

Sonya's projectile move is very powerful and has good 
range. She sends a bolt of pink from her hand which does 
great damage to the opponent; this is a move worth 
practicing. To do this push toward then away and press 
the low punch. 


JUMPING KICK 

This is an excellent move for attacking airborne oppo- 
nents. Sonya jumps up and flies across the screen punch- 
ing anything stupid enough to get in her way. To do this 
push toward then away and press the high punch. 


DEATH MOVE — KISS OF DEATH 
= This excellent death 
move is fairly easy to 
f do: tap toward twice 
d then away twice and 


press block. Sonya 
blows a kiss toward 
the opponent who lands at her feet and burns him alive. 


SCORPION 


LINE GRAB 

This move is deadly and very gory! Scorpion throws out a 
huge spear with a line attached to it then hauls his prey 
toward him. For a few moments they are stunned and at 
his mercy, which usually means an uppercut to the jaw! 
To perform this move tap away twice then press low 
punch. 


TELEPORT PUNCH 
When Scorpion does this move he becomes very difficult 
to fight against. He teleports from one side of you to the 
other and before you get a chance to turn around he 
punches you in the back of the head. To do this move the 
joypad through a quarter-circle from down to the opposite 
way you are facing and press the high punch. 


DEATH MOVE — FIRE BREATH 
The easiest death move in the game: simply hold down 
block and tap up twice. Scorpion now removes his mask 
and reveals a skeleton's head, then turns to the opponent 
to breathe fire on him, incinerating the enemy instantly. 


SUB-ZERO 


FREEZE MOVE 

Sub-Zero can let a burst of ice flow through his hand and 
fire it toward his opponent. If it touches the enemy they 
will be temporarily frozen solid. This move is very effec- 
tive and easy to do. Simply move the joypad from the 
down position to the way you are facing — a quarter-cir- 
cle — and press the low punch button. 


$ Е 

This is а very tough move to execute but has an excellent 
range if you can get it right. Sub-Zero slides toward the 
enemy, swiping their feet from under them if he comes into 
contact. To do this simply press Down, Back, B and C all at 
the same time. 


DEATH MOVE : RIP OUT SPINAL 


CORD & 7 


In the most gruesome death 
move of the game, Sub-Zero 
grabs hold of the opponent's 
head and rips it right off wih 38 
the spinal cord still attached. То фан ё 4 
try this excellent ending move, DE 25 
press toward, down, toward and mes 
the high punch button. ЕЕ 


FIREBALL 

This is similar to Johnny Cage's fireball, but is orange 
rather than green. It's quite powerful and fast; to pull it 
off simply tap toward twice and then press high punch. 


FLYING 
THRUST KICK 
The is а very powerful 
flying kick and one of 
the best moves in the 
game. Liu Kang will 


LIU KANG 


fly across the screen and drive his foot into the oppo- 
nent's chest area, taking off much energy. To perform 
this move simply press toward twice followed by a press 
of the high kick button. 


DEATH MOVE 
UPPERCUT 

This is an easy death move to execute but not much to 
look at — there's no blood at all. To send Liu Kang fly- 
ing toward the opponent simply move the joypad in a 
360-Чедгее circle toward the opponent. 


SCISSOR KICK 


KANO 


PLASMA DAGGER 

This move is very powerful and very easy to execute. 
Kano throws a plasma dagger into the neck area of the 
Opponent, sending blood everywhere. To do this move 
hold down block and tap away and then toward. 


SPINNING ATTACK 

This move is quite effective when executed but does take 
a little time. Hold down the block and rotate the joypad in 
a circle toward the opponent, then release the block. This 
sends him flying toward the helpless opponent. 


ELECTRIC ATTACK 

This is another variation of the fireball move. Rayden 
sends a small lightning bolt toward the opponent, which 
does great damage if it hits. To do this move the joypad 
in a quarter-circle from the Down position to the way 
you are facing and press the high punch. 


TORPEDO 
This is a very powerful move and is also very easy. 
Tapping away twice and then toward sends Rayden into 
a tackle move which does great damage to the unfortu- 
nate opponent. 


oo 


DEATH MOVE — RIP OUT OPPO- 
NENT'S HEART 

This is another very gruesome move which covers the 
battleground in blood. Kano plunges his hand into the 
chest of the opponent and rips his heart right out, then 
holds it up to the crowd while it’s still beating. To do this 
stand close to the opponent and move the joypad from the 
Down position to the direction you are facing in a quarter- 
circle, then press the low punch button. 


Ффф 


FAY D ЕГЧ 


TELEPORTATION 

This move may seem pretty pointless but is actually very use- 
ful. Tapping Down twice and then Up teleports Rayden from 
his original position to the opposite side of the opponent and 
gives him a few seconds to attack the unwary enemy hefore 
they can turn around and defend themselves. 


DEATH MOVE — BLOW APART OPPO- 
NENTS HEAD 

Rayden's death move is yet another gory affair. Pressing 
toward, toward, away, away, away and then-the high punch 
button makes Rayden summon power from above to channel it 
all into the opponent's head, making it explode in a mass of 
blood. 


joypad controls 


UP - Jump 
DOWN - Crouch 
LEFT - 

Move Left 
RIGHT - 

Move 

Right 
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* High Punch 
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EGA CD—— 


ROLE-PLAYING 


GAME 


POWERMONGER 


Who would want to be God in this day and age? Now you have a chance to try the job out for 
yourself in this awesome 16-bit Sega simulation. Can you ensure the well-being of your people, 
keep famine at bay and develop real communities against the odds pitched by mother nature? 
There's only one way to find out, and this guide will help you with your labors. 


owerMonger is the 16-bit Sega version of an Amiga classic. It's a tough game, as the computer opponents get 
more and more intelligent in their tactics and plans. The key is not to rush into anything: take your time and 
work out the tactics you are going to use. These tips will give you some help in developing your playing 


skills, which are essential to winning PowerMonger 


[Getting started venting] 


When you start off all you have is a few loyal subjects. From here you're on your own. 
The first thing to remember is not to rush straight in and attack a big town in the hope of 
getting enough men and weapons — more often that not you'll be killed or at the very 
least your army will be badly depleted, making your task much harder. 

Instead go for a small settlement with fewer people. They probably won't have any 
weapons or good fighters and you should win easily. Now go for the next smallest, and 
carry on this way gradually increasing the size of your opponents; doing it this way 
take's away most risk of being killed early on in the game. 


Level Codes 
Code for the very last level 
TJ3DP2TJW7TIbP J3DJAPJLIKPHAKJEKOGO 
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[ <> SEGA 


gg] When you've captured a 
own with a workshop — 
building with a small 
red sign on the side — 
[te] you can invent something 
to make the conquest eas- 
er. The posture you select 
determines what you 
Eg] invent; an aggressive pos- 
ture means a destructive 
iiss} weapon whereas a pas- 
sive army invents more 
peaceful things like boats 
ог even pots. 
The situation of the town 
also has an effect on what 
you make. If you're near a 
forest — you can find 
this out Бу using the map — you can invent wooden things like hows or spears. But if your 
village is built on top of а mountain you may have a mine, so swords and even cannons 
could be invented in time. 
Whatever you invent, it gives you an advantage in some way, so it's worth spending the 
time it takes. 


Action Replay 
code 
Infinite troops — FFDOGFOOFF 


ФФ © 


When you have won а 

map battle and the settlement 

LEFT. — is yours you should imme- 

Move cursory nj diately go to the recruit 

scroll map А icon, but be sure to change 

the posture setting to 

" aggressive — first. — This 

cursor/ means you recruit the 
scroll map " , greatest number of men possible and swell the numbers of the army. 

Switch Carry out move Next select the ‘get food’ icon, staying on the aggressive setting, and clear out the vil- 
between Highlight next lage's stocks. Recruiting is the most important thing in PowerMonger — if you don't 
command bar and window enlarge the size of you army quickly you run out of small and easy targets to attack but 
window still don't have enough men to attack a large settlement successfully. Use the tactic 


| $ detailed here and you should be able to gain the maximum amount of men every time. 


When you have defeated one of the 
larger settlements you will probably 
capture a captain, who can then 
become one of your own men, tak- 
ing orders from you. This is where 
PowerMonger can get complicated: 
if you have two or more captains at 
different parts of the map your а 
orders аге sent to subordinates by С 
carrier pigeon, which takes time, so don't expect orders to be carried out immediately. 
Also remember that you can only send orders to one soldier at a time. To avoid confusion, 
send only one order at a time. Wait for it to reach its destination and just as the army 
begins to carry out the order send out the next one. 
The art of controlling two or more captains must be mastered if you're to progress through 
the larger maps. Essentially it means you have two or more separate armies under your 
control, so you can attack the enemy from more than one side, making it much harder for 
When attacking a settlement, its size should always be considered. As mentioned above, | them in battle. 
it's no good trying to get your army to attack a settlement which is five times as big. | This works especially well with the larger settlements. Have the smaller of two armies 
Choose a settlement that won't cause you much hassle but will still have a few men to | attack from the front, and the enemy will attack them, looking for an easy victory. Then 
recruit. Also make sure you don't attack a seemingly small settlement which has a large | attack from Ше = 
town of the same leader nearby, or you'll soon find a huge army attacking you in revenge | opposite side of the 
for the attack you made on their small settlement. settlement with the 
When you have selected the settlement you are going to attack it's best to go оп to the | larger army. The 
most passive posture setting. This means your men won't kill everyone in the village and | enemy will бе 
will leave you with some men to recruit, which is the key to the game. If you begin to | caught by surprise 
lose the battle and your captain starts to take some hits — you can tell this when the | and you should have 
breathing becomes faster — quickly change to a more aggressive setting, which saves | no problems win- 
you from defeat and still leaves some men to recruit. ning the battle. 


PREDATOR 2 


This gung-ho alien blaster features heaps of power-ups to collect and scores of bad guys to fill 
with lead. Around every corner there's another batch of thugs to waste and a blaze of bullets to 
avoid. So grab that Uzi, slam in some shells and patrol the streets. Featuring level after level of 
mindless blasting, Predator 2 is the ultimate treat for horror fans. 


fter the heat of the tropics in the first movie, the alien known as the Predator takes a vacation in Los Angeles, and instead of Arnold 


Schwarzenegger taking on the beast, it's Danny Glover who gets а Іоок-іп on the bloodshed. The sci-fi/horror movie has been turned 
into an equally successful game with the alien stalking the streets and slaying innocent civilians. It's your job to rescue them before it's 
too late. Unfortunately, there's an armed street gang to contend with, and remember, the Predator's after your blood too 


LEVEL ONE 

This level is relatively simple, acting as an introductory guide, 

preparing you for the action later оп. The majority of the 

Predator's hostages are conveniently placed in corners, so to 

save time looking for them, just follow the walls to reach 

them every time. The Predator isn't too quick with his firing so 

take your time to avoid getting hit — it helps if you can con- 

quer this level unscathed. Try to take out as many gang mem- 

bers as possible as they often leave behind vital power-ups. я 
Among the most useful things to collect are bombs, but it's best to save these for later on. Two cars appear in this 
stage, each hiding an armed hoodlum. The easiest way to get past them is to shoot any bad guys that are roaming 
on foot first. By doing this, you can focus your attention on the automobiles and not get caught out by enemies 
creeping up behind. Use the toggle mode to shoot the cars, as you've a better chance of hitting them and saving 
your ammo. 

During this level, two directional arrows appear, one pointing down and the other pointing up. Follow the downward 
arrow as this leads straight to a hostage and a rapid-fire qun, which makes picking off bad guys a whole lot easier. 


LEVEL TWO 

When you hegin, a sniper appears at a skylight 
window. His spinning shot technique is annoy- 
ing, as a bullet always hits you. Kill this guy 
as soon as possible, adopting the toggle/shot 
mode to avoid hits. The arrows lead the way 
throughout this level but it's still easy to miss 
collectibles. For instance, there's an essential 
energy top-up at the top of the screen when 
you go down the first flight of stairs. If you've 
received hits from the sniper, get it! 

The Predators gunsight appears regularly. 


These sights head straight for the hostages, so 
when you see the gunsight note the direction 
in which it's travelling and get there first. It's 
all too easy to wildly spray out gunfire, espe- 
cially with the machine gun, but shots are lim- 
ited so be careful. If you want to really disci- 
pline yourself, restrict yourself to three/four 
А 


improves your aim. More of a maze than a regular street, level five 

To finish the helicopter at the end, use the tog- involves a lot of running around and ladder-hop- 

gle/fire and keep dodging left and right. ping. Trouble starts when you get deep into the 
complex and lose a life, because when you restart. | 
the helpful red arrows aren't always there to get | 
you back on track. The Predator puts in a harmful 
appearance, more than once. Again, the nets he | 
flings cause a lot of damage, so if you're going to 
avoid anything, avoid these. 


v bullets per bad guy. № saves your ammo and о LEVEL FIVE 


LEVEL SIX 
This is the final level, and № 
the toughest too. As soon 

LEVEL THREE as you start, a helicopter 

At the very beginning, run to the bottom of the rains down a hail of bul- 

screen to pick up a first-aid kit. The streets are lets. But don't try to take 

very similar to those of leel one but the biggest it on, as you'll die in the 

problem is the moving vehicles that can run you process — if the chopper 

over. The solution is to stick to the walls, as the doesn't get you, the army 

majority of hostages are posistioned against of ground enemies most 

them, and not many cars drive on the sidewalk. certainly will. The only 

The Predator's aim is quick, so keep an eye out way to survive the havoc 

for the gunsights. Don't waste time by shooting is to avoid everything. B 

all the villains. Keep moving at all times. Keep close to the walls - 
and try to find as many hostages near to you as possible to prevent doubling back. 
Further on, a barrage of helicopters thunders past firing bullets, but stay on the left and you'll escape 
unharmed. Bonus icons are rare, but don't pass up the opportunity of collecting a bulletproof vest if you see 
one. Before the final encounter with the Predator you have to blast another truck like the one in level five. 
When fighting the beast itself, just go for broke. Its attack pattern is unpredictable but if you quickly dodge 
left and right you can escape a lot of the fire. And if your health is good you should be the victor. 


т Level codes 
he armoured truck at the end needs to have all 
the people blown out of it before it explodes. Level two — KILLERS 
Dodge the bullets and rescue the two hostages Level three — CAMOUFLAGE 
before they're hit by the alien. Level four — LOS ANGELES 
Level five — SUBTERROR 
In the subway, you Level six — TOTAL BODY 


see the alien for the 

first time. As soon as 

this level begins just joypad controls 
sprint down. Don't 

waste any иппесез- Up — Walk up 

sary time shooting Down — Walk down 


enemies — get mov- Left — Walk left 
ing down the screen 


and save the hostages, because the alien doesn't wait around. If you see 
any of the Predator s staffs, collect them, as they make handy weapons 
when fighting the alien itself. 


LEVEL FOUR 


It doesn't have a 
regular attack pat- 

aj tern, but he throws 

№] out nets. Dodge left 
and right and, if 
you collected any, 
throw the spears at 
him. 


Racing Superbikes across future 
America, Road Rash's outlawed 


bikers have returned more violent 


than ever and just as fast. Pull on 


the knee-length boots, get on that 


bike and wrap chains round your 


fists for this player's guide. 


he dangerous sport of the future, Road Rash is a bike race with a difference. An elite group of psycho bik- 
ers battle it out over road courses across America, no rules and high illegality means they use anything 
they can to gain an advantage. Punching and kicking each other from the road, they use clubs and chains 
to inflict fatal damage upon fellow racers. And then there are always the police to contend with 


CHAIN SMOKIN" 


There's no real strategy involved, but here are some 
general tips to elevate you to the biker hall of fame. 
As soon as the race begins, catch up with the nearest 
opponents and punch 'em to the floor. They don't have 
much energy, so they don't last much longer than two 
hits, but unfortunately they rarely carry any decent 
weapons for you to steal. 


SPEED IS 

THE KEY! 

Ünce you have 

trashed them, put 

on a quick burst 

of speed and get L— Raf 

as far ahead as possible before encountering any more 
enemies. 

Any others who are lagging behind should be punched 
once to see if they have any weapons when they hit 
back (punch one time and skid to the other side of the 
road to avoid injury). The club is useful but very slow 
and doesn't do very much damage, so it can be prefer- 
able to watch for a chain. Punches are very weak, but 
fast. The chain's great — it's got a long reach, it's 
quick, and one good hit at the right time can take half 
an opponent's energy away. 


TRACK RECORD! 

The actual racing isn't easy. The tracks get worse as 
you get better and the speed makes things tough. 
Accelerate all the time and only take your finger from 
the button on dangerous corners. The brake can be 
largely ignored until you find yourself hurtling toward 
а car with no time to swerve out of the way. 
Emergency stops are lifesavers in such situations. 


MAKE OR BRAKE SITUATION 

Keep your eyes on the horizon for cars in the distance, 
as the road often rises up and stops you seeing them 
before it’s too late. If you do come off, take your fin- 
ger off the gas immediately, until you've skidded to a 
halt. Don't guide your man back to the bike; press the 
gas and he finds the quickest way back. 


SERIOUSLY SCUFFED LEATHERS! 


PLAYER A RUDE BOY 
== Танатар 


When there's а multiple pile-up, it's worth slowing 
down to get out of the way of any wreckage in your 
path. The other bikes don't make you fall, but act like 
ramps and send you flying into the air. You can only 
get away with this on a flat, low stretch of pavement 
where you can see for miles, and these don't appear 
often. Look out for oil spills, rubble and even stray 
animals. 


ANIMAL ATTRACTION 

The leaders are quite tough and very fast. They never 
fall or crash so they're worth following until you're 
level; it's a sure way to avoid oncoming traffic. Once 
level with them, pull out all the stops and attack with 
everything you've got. 


THE LEADER OF THE PACK 

As the leading couple are such good racers they won't lag 
behind you; they'll stay there and wait for you to take a fall 
or swerve around a corner and lose ground, and then you 
won't see ‘em for dust. The only way to get a decent lead on 
them is to knock them off their bikes and burn rubber before 
they can get back on. 


ТЕ 
NIGHT, CLUBBING 
This is why it's important to check the earlier riders for 
weapons that can be stolen, because the leaders are almost 
impossible (and completely impossible on later levels) with- 
out something to give you ап edge. The club is useless 
because it takes a long time to use and they often skid out 
of the way or punch you first. The chain is much more effec- 
tive but still no pushover. 


CHAIN REACTION! 

The pros at the front have really fast recovery times so the 
only strategy to use is to get in there, hit them repeatedly 
and keep on until they're out. If things get too hairy you can 
always veer away and take a second out to straighten your 
bike up. but take any longer and all your work will be for 
nothing. as your opponent will have recovered or raced off 
into the distance. 


HAIRPIN CORNERING 
So watch out for public enemy number one, crack heads and 
burn rubber! 


PLAYER A has 
qualified оп 

| of 5 tracks 
on this level 


. PLAYER f 


Here's some in-game codes to provide 
more 


LEVEL ONE 

ALASKA — 0008 110N — $2,000 
HAWAII — ОООН 1018 — $3,000 
TENNESSEE — 035P 1130 — $4,000 
ARIZONA — 02J0 1176 — $5,000 
VERMONT — 0209 10F5 — $6,000 


Cash & Trade = $7,750, get the Banzai 600 for 


$1250 left in the bank. 

LEVEL TWO 

ALASKA — ОБВН 010$ — $3,250 
HAWAII — 0388 1MIV — $5,250 
TENNESSEE — 0410 AN33 — $7,250 
ARIZONA — O5RB 2N73 — $9,250 
VERMONT — 0618 QMFC — $11,250 
Cash & Trade — $14,500, get the Banzai 
for $500 left in the bank. 

LEVEL THREE 

ALASKA — 08DA ЗМОР — $4,500 
HAWAII — OAUB 3M1D — $8,500 
TENNESSEE — 06A4 3С30 — $12,500 
ARIZONA — 0874 RD7M — $16,500 


These English Game Genie codes should 
with a few new tricks. 


MASTER CODE (must be entered!) — RHBABBYI 


Player One START WITH $5,000 — 


Player One START WITH $10,000 — 7ASTAGD8 
Player One START WITH $25,000 — 2TSTAWDB 
Player One START WITH $250,000 — 2А$ТАС58 


Player Two START WITH $5,000 — 
Player Two START WITH $10,000 — 
Player Two START WITH $25,000 — 


Player Two START WITH $250,000 — ZATAACSW 


START WITH DIABLO 1000N — В 


START WITH BANZAI 750 — BTSTAAEG 


Game Codes 


you with a first place in any race on any level, what 
could you ask for? 


VERMONT — ODES RCF8 — $20,500 
Cash & Trade = $27,500, get Banzai 7.11 
for $5,500 left in the bank. 

LEVEL FOUR 

ALASKA — 0604 KCOK — $11,500 
HAWAII — O9ET C918 — $17,500 
TENNESSEE — 0000 4932 — $23,500 
ARIZONA — 0J4T 4976 — $29,500 
VERMONT — ONGD 49FE — $35,500 
Cash & Trade = $46,500, get the Diablo 
1000N for $8,500 left in the bank. 
LEVEL FIVE 

ALASKA — 0007 590V — $18,500 
HAWAII — OF6L 5J13 — $28,500 
TENNESSEE — 0M44 5J3L — $38,500 
ARIZONA — 001К 5170 — $48,500 
VERMONT — 25U5 5JFD — $58,500 
Now, onto the last race against the police 
where they go for broke and try to pay you 
back for all those beatings. You'll never 
take me alive, copper! 


Cheat 


If you still need an extra 
advantage, try this cheat to 
start with any bike you want 
Choose the 2-player head to 
head game and select your 
favourite bike from the shop, 
then go from there back to 
Game Select, and select 2- 
player take turns mode. Now 
pick one-player game and 
start and you should have the 
bike you chose from the 
shop. 


750N 


keep you happy 


BTSTACDB 


BTTAACDW 
TATAAGDW 
2TTAAWDW 


ESTAAEG 


joypad controls 


Bank left and right 


Brake 


Accelerate: 


Pauses game 


Attack 


> EAs multi-character plat- 


form bonanza is full of 
fiendish little puzzles. Read 
on for some hints to get you 
moving in the right direction 

TO THE RESCUE plus a comprehensive solu- 
tion to level one. 


oor little Rolo the baby elephant was happy as can be, living in the jungle. Then, one dark day, the evil 

McSmiley captured the little elephant and whisked him away to join his horrible circus. Fortunately young 

Rolo managed to escape. But now he faces a tortuous journey home. On his way he comes across many wood- 

land animals imprisoned by McSmiley who help him out if he can rescue them. Unfortunately their cages are all 

locked and McSmiley has the keys. Consequently Rolo's first task on entering a new section is to locate the nasty circus 
owner and retrieve the keys by jumping on his top hat 


When freed, you can use the skills of each animal to SECTION ONE 
work around obstacles and problems. Rabbits can jump 

great heights, moles dig through soft earth, squirrels 

climb vertical cliffs and beavers can swim. 


To succeed in the game you've got to keep an eye open 

for wandering nasties, especially when controlling the The first section — walk right to find McSmiley into the bonus room. The squirrel is now 

rabbit. His high leaps invariably scroll the ground off then jump on his head to obtain the key. Next trapped so just collect the extras and return 

screen so look before you leap. № you happen to lose а free the rabbit and immediately transfer control control to Rolo. 

friend with a vital role in completing the level you'll to him. Now take the rabbit to the far left of the 

have restart from the beginning. level and jump as high as possible. Collect the The key is located to the far right (be careful of 
extra life and enter the warp for a bonus points the waterfall). Get the rabbit to jump on the 
тоот. There are more bonus points above the mushroom to enter a secret room. Only the rab- 
trees. bit can jump high enough to reach the bonus 

points. Jump into the trees immediately above 

Walk right until you find the key, then free the the mushroom for three additional lives. 

beaver near your starting point. Use the beaver to 

swim across the water at the extreme left to col- Jump over the first four mushrooms then land 

lect bonuses. Free the rabbit and, as before, jump on the fifth to find the elusive McSmiley, then 

amongst the trees for points. exit the cave and enter mushroom number three 

Now release the squirrel and take him to the far where the squirrel is hiding. Now take him to 

right where you'll find an impassable wall. Make the second mushroom from the left and enter. 

him climb to the very top then go right to enter a Use the squirrel to climb the right hand wall 

secret passage. Keep walking right until you drop where you'll find bonus points and the vacuum 


EXTENDED PLAY ВОГО TO THE RESCUE 2 


(allowing Rolo to suck things up in his trunk). 
Now go to the first mushroom in which you 
find the stone. Collect it (position Rolo about 
an inch away and press C), then make your 
way to mushroom six. Move to the far right of 
the new cavern then blow out the stone (C 
again) and jump on it to reach and free the 
mole. Take the squirrel into the last mushroom 
and climb up the left hand wall of the cave. 
Jump into the warp to discover another life. 
Get everyone together, then use the mole to 
dig through the hillock on the right. Don't, 
however, enter the exit immediately. Jump 
over it and keep going right until the scrolling 
stops. Drop the stone and bounce on it to get 
all the bonus points. Level clear. 


This is a bonus level. Catch the falling presents 
and they release bonuses. Don't go after the 
bonuses however, or you'll drop presents, — 
three dropped and it's section over. You can 
gather up all the bonuses at the end. Return to 
the map to exit. 


Cross the water on the moving platform and get 
the key, then return and release the mole. Get 
him to stand on Rolo's back as you jump mov- 
ing platforms or he's likely to fall in the water. 
Keep an eye out for the hedgehogs — they 
can't he killed. 

Floating platforms are unable to hold Rolo's 
weight and slowly sink the longer he stands on 
them. Therefore, keep bouncing until the next 
platform comes into range. At the far right by 
the exit are a series of cages. Get the rabbit 
first and jump high to the right for points and 
yet another life. Finally rescue the moles and 
make your way to the exit. 


Probably the simplest section of area one. First 
walk left and collect the vacuum from next to 
the exit, then go and suck up the baby porcu- 
pine. Jump through the gap to the exit's left 
and fire the porcupine at its mother. In recogni- 
tion of your act of kindness — re-uniting this 
little family — porcupines on later levels will 
help and aid in your escape. 


о 


Run right and jump as close to the edge as pos- 
sible to land on the first pillar. Then run to gain 
momentum for the jump to the second and stand 
on the tree trunk to reach the points bonus. 
Repeat for the third, which contains more 
points, and the fourth where there's a life. Drop 
off the end (there's nothing atop the fifth pillar) 
and there's the exit. 


This one's all about timing. Don't worry too 
much about getting all the points at the start 
— they're not worth that much anyway. Big 
bonuses and three lives await you at the end. 
Just remember to keep bouncing on those sink- 
ing platforms. There's a lot of them to contend 
with here. 


Walk right, jump the water and you'll find 
McSmiley waiting. Now climb the tree and 
jump left to locate a load of cages. Release all 
the animals but make sure you get the rabbit 
last. He's in the uppermost cage on the right- 
hand side. Now walk right and jump the three 
waterfalls on the way. Keep going until you 
reach water. On arriving at the lake stop and 
select the rabbit. Press jump and keep it 
pressed and you should land on a high platform 
above. The next bit's simple enough: just go 
left and grab all the bonuses along the top. 
When you've got everything, go back down to 
where the others are waiting. Keep the rabbit 
selected and jump as far to the right as possible 
and you'll land on a raft. Let it take you back, 
then stand everyone on top of each other to 
jump aboard. The exit greets you on the other 
side of the lake. 


Get McSmiley and release the two rabbits. Now 
leave Rolo at the waterside and select one of 
the rabbits. Position him on top of the log and 
jump up/right onto the floating platform then let 
it drop down, then up/right onto the next and so 
on. Keep allowing them to fall to water level 
until you see the island, then drop onto it. 
There'll be a raft on the left. Leap aboard and 
sail across to where Rolo's waiting. Select Rolo 


© 
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and jump onto the raft. Jump off when you 
arrive at the island. 

To find the next raft select a rabbit and follow 
the same procedure as before. This time the 
raft is in the middle of the water so make sure 
you don't miss it. 

Release the moles, let them dig through the 
mountain and you're free. 


There's plenty of extra lives here but you'll 
miss them if you choose the wrong route. All 
you need to do to get the maximum possible is 
this — when you enter the level go to the left 
and jump onto the platform above. Keep to the 
left up to the seventh level, collecting the 
extras as you go, then move to the middle and 
keep jumping until you reach the exit. 


This one's easy but you've got to be methodi- 
cal. Jump onto the left floating platform and let 
it carry you across. Quickly get onto the jut- 
ting-out rock and walk past the caged squirrel, 
right into the cliff face. This leads into a secret 
passage taking you 10 where McSmiley's hid- 
ing. Get the key and then you can rescue the 
squirrel. Now, with Rolo selected so the squir- 
tel follows, jump from branch to branch until 
Rolo's as far up the tree as he can go. 

Next select the squirrel and climb to the top of 
the left hand cliff. From here you should he 
able to see a small floating platform. Jump 
onto it and it drops down to the waiting Rolo. 
Select the elephant and ride the platform back 
to the top where you can free the rabbit. Drop 
off the edge but don't go to the exit just yet 
— there's one more bonus room. Choose the 
rabbit and jump onto the jutting rock above the 
exit. Now simply walk through the wall into a 
тоот of bonus points. 


You'll have to rely on luck here — choose one 
present from each row and receive appropriate 
bonuses. 


No baddies here — just collect all those love- 
ly points at your leisure. 


Meet Mr Weight Lifter — see section on end- 
of-level guardians. 


10256907 


SECTION TWO 


Pyramids abound as you wander through the Egyptian desert. Look out for lots of hidden rooms. 


THE NASTIES 


During his travels Rolo comes across many and varied adversaries bent on halting his 
progress to freedom. Most of these allies of McSmiley can be despatched with a well timed 
jump to land on their heads, however, it's important to know how the various baddies behave 
in order to despatch them with a minimum of risk and fuss 
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LUMBER- 
JACKS 


Probably your most common 
opponents,  lumberjatks тау 
appear pretty docile as they 
patrol their respective walkways 
but don't be too cocky. From time 
to time they throw large fast 
moving chainsaws which only 
quick reactions will help you 
avoid. Be on your toes and ready 
to leap these as you move into 
range — a single jump will do 
the trick. 


SNAILS 


On the whole these shouldn't give much grief. 
Slow moving and following a basic back and forth 
pattern, unless there's something dangerous 
above they're a cinch to kill. Their one unique 
feature is the ability to go up and down walls as 
well as to and fro on horizontal ground. They can 
still be stomped when on vertical surfaces hut 
here they can sometimes work in your favour: use 
them as a spring board to reach higher levels. 
Careful though, as once they're dead you can't 
revive them without returning to the map screen 
and restarting the level from scratch. 


VULTURES 


Be extremely careful when confronted with 
these birds. They may appear to be harmlessly 
out of range when you see them fly on screen 
but they've got a nasty habit of swooping 
down very quickly when you're not expecting 
it. Be prepared to duck or run beneath them 
before they have a chance to home in. 
Alternatively shoot them down, but only if you 
think you can spare the ammunition. 


01767711 


WALKING 
BOMBS 


These characters aren't 
much to worry about on 
their own. The problem is 
they tend to hang around in 
large clusters. If you're to 
jump on them you need to 
be quick, otherwise evasive 
action is the best course to 
take. 


EXTENDED PLAY ROLO TO THE RESCUE EZ 


Not the easiest of obstacles to overcome, so it's 
fortunate that there aren't all that many of these 
highly animated plants in the game. Their ten- 
dency to jump around makes it rather difficult to 
spot a pattern in the movements. Very precise 
jumping is required, especially when they're 
overlapping each other — though in this 
instance it's probably best to use some lemonade 
on them. 


BALLOON 
BOMBERS 


Vicious balloonists rank as possibly the toughest 
baddies (apart from the end-level guardians) the 
game throws at you. They swoop in and out 
extremely quickly and drop their bombs from 
point-blank range. Trying to run past them is very 
difficult (and you may need to retrace your 
steps), and attempting to jump on them from 
ground level is suicidal. Unless absolutely impos- 
sible, shoot them down. 


ped hA. 
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SPITTING 
PLANTS 


Innocent looking flowers that fire seeds horizon- 
tally at quite a rapid rate. If the plant is alone 
you should be able to dodge its shots and squash 
it quite easily. It's a bit trickier if there's a line 
of them all taking potshots. Here your only 
chance is to shoot them. 


oo 


HORNETS 

No problem here, they simply follow a 
left/right — right/left path and are easy to 
jump on. The only worry is that they tend to fly 
quite low so duck if you run into one unexpect- 
edly. Also, their height above ground and sim- 
ple movement patterns make them perfect for 
use as springboards to higher sections. 
Therefore don't kill them straight away, see if 
there's anywhere they can help you out first. 


CATERPILLARS 


As they're so low down, caterpillars can some- 
times go unnoticed. As long as you're aware of 
their presence however it's straightforward 
enough to deal with them — they're very 
slow. Things flying about above them make it a 
bit trickier so take these out first if there are 
any. 
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FLYING BEAR 
TRAPS 


Very nasty customers indeed, these guys. They 
sit quietly on the ground and are quite small, 
so you often won't spot them until it's too late. 
As soon as you get within a certain range 
they'll spring up very quickly to hit you. Unlike 
the majority of the game's nasties, you can't 
kill them, so cunning is the requisite if you're 
to get the better of them. They're only active 
when Rolo (or whichever character is selected) 
is fairly close by. Therefore your best defence 
is a well timed jump. Remember where the 
traps are situated as completion of the level 
may necessitate you covering old ground and 
running the gauntlet of these pests a second 
time. ‘Be prepared’ is the name of the game. 


porcupine (small enough to get through). The other 
is to climb into a convenient washing machine. 
This shrinks Rolo to a quarter of his normal size. 


STONES 


Little rocks may not appear much help but their 
advantage is twofold. First they can be fired to 
incapacitate enemies, but they're at their most 
useful in helping Rolo reach higher platforms. The 


VACUUM 
CLEANERS 


Fairly commonplace, collecting these gives Rolo 
the ability to suck up small items into his -trunk 
and blow them out using button C. This allows you 
to kill creatures and reposition objects to help you. 


WASHING 


SPECIAL 


ABILITIES 


Lurking in obscure nooks and crannies, 
one can occasionally find articles to 
enhance and/or aid Rolo’s escape. Be 


MACHINES 


Now and again you see narrow passages in the 
walls, too small for Rolo to squeeze through. More 
often than not these lead to major bonuses and as 
a result are never easy to traverse. They can be 
passed in two ways. One is to enlist the help of a 


stones in this world have one unique property — 
they're bouncy. By jumping up and down on them 
he can increase his leaping range considerably. 
They can be sucked up (if you've found a vacu- 
um) and transported where you like. 


they weapons, moveable items or sta- 
tionary objects, you should become 
familiar with their functions. You'll then 
be able to see at a glance what needs to 
be done, when and where. 


HELIUM 
CANNISTERS 


If you find helium cannisters, collecting them 
causes the little elephant to swell up like a 
balloon. He can now float freely in the air to 
get any out-of-reach goodies. Luckily it 
doesn't matter which character collects them 
— the effect on Rolo is always the same. 
While in his inflated state he can transport any 
characters he's rescued hy selecting the ride 
icon on the friends screen. Keep the pad 
pressed down to give the others time to climb 
aboard. 


EXTENDED PLAY ROLO TO THE RESCUE ES 
LEVEL WARPS. 


THE BASIC TASK FACING YOU ON EACH 
LEVEL IS TO FREE A CERTAIN NUMBER OF 
INCARCERATED ANIMALS OR, MORE OFTEN 
THAN NOT, ALL THE TRAPPED CREATURES. 
THE EXIT THEN OPENS AND A FOOTPRINT 
WILL APPEAR IN THAT LOCATION ON THE 
MAP TO SAY IT’S BEEN CLEARED. THIS IS 
NOT, HOWEVER, NECESSARILY THE CASE. 
ONCE YOU’VE COMPLETED THE SET TASKS 
EXAMINE EVERYTHING FOR SECRET FEA- 
TURES AND SPECIAL BONUS ROOMS. SOME 
MAY BE INACCESSIBLE UNLESS YOU’VE 
FOUND CERTAIN ITEMS TO GIVE ROLO (OR 
HIS FRIENDS) TEMPORARY SPECIAL ABILI- 
TIES (SEE SECTION ON SPECIAL ITEMS). 
FOR EXAMPLE YOU WILL NOTICE AREAS TWO 
AND THREE CONTAIN SEEMINGLY UNAT- 
LEMONADE TACHED LEVELS. THE ONLY ACCESS TO 
THESE IS LOCATING THE SECRET WARP ELSE- 
WHERE IN THAT SECTION. 


You'll come across dotted around glasses of 
lemonade. When collected Rolo's trunk swells up 
and now pressing C results in a vicious shot of 
the fizzy liquid, capable of killing any oncoming 
beasties. Only use it on particularly nasty ene- 
mies however as glasses provide only three 


shots each. If at all possible use the normal 
jump-on-the-head manoeuvre. 


THE SPACE 
ROCKET 


Climb aboard and it'll fly you to the moon where 
а certain James Pond is waiting with a whole 
heap of extra lives. 


GENERAL HINT 
HERE’S A CUNNING RUSE TO GET 
HUGE SCORES AND MANY LIVES 
WITHOUT ACCESSING THE CHEAT 
MODE. YOU ARE NOT PREVENTED 
FROM RE-ENTERING AN ALREADY 
COMPLETED LEVEL. SHOULD You 
DO SO, MIRACULOUSLY ALL 
BONUSES WILL HAVE RE- 
APPEARED EVEN IF YOU COLLECT- 
ED THEM BEFORE. SHOULD YOU 
FIND A SPECIAL BONUS ROOM 
YOU CAN JUST KEEP DOING THIS 
WITHOUT ANY DANGER OF LOSING 
A LIFE: COLLECT HUNDREDS AND 
NO-ONE CAN CALL YOU A CHEAT! 
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— END-LEVEL GUARDIANS И 


ALL THE BEST GAMES HAVE GREAT LEVEL-END MONSTROSITIES, AND 
ROLO’S NO EXCEPTION. IF YOU’RE TO COMPLETE AN AREA YOU’LL 
HAVE TO CONFRONT SOME PRETTY IMPRESSIVE AND MIGHTILY DAN- 

GEROUS GUARDIANS. FORTUNATELY THERE’S A KNACK TO DEFEATING 

EACH WHICH, WHEN MASTERED, MEANS NONE SHOULD PROVE MUCH 

OF A PROBLEM. 


WEIGHT LIFTER 


He may appear tough but repeating this 
simple sequence of manoeuvres means 
you'll have him licked in no time 

When you appear on screen stand to the 
left (or right) about a centimetre from its 
edge. When he throws the weights one 
should go safely over your head. As soon as 
it's gone, jump on the other one (it should 
be just in front of you by now) and this 
gives you the neccessary height to land on 
his head. He can't hurt while flashing but 
don't be tempted to go for another hit, 
instead reposition yourself and do the same 
again. Repeat until he's dead 


oe 


KNIFE THROWER 


You need to be quick here as this 
chap wastes no time laying into 
you. The screen consists of four 
loating platforms — top, bottom, 
eft and right. You start on the top 
one with the bad guy on the left 
As soon as you appear jump left 
while you still have temporary 
invincibility) and land on him. He'll 
throw his lines and jump onto the 
top platform. Wait for him to stop 
lashing then jump straight onto 
him. Now he jumps right. Wait 
until he throws his first knife then 
ump on him again and immediate- 
y jump back onto the top platform 
Wait for him to land back on the 
eft then repeat as before 


eee 
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The biggest, meanest and trickiest of 
the game's guardians — if you're likely 
to get unstuck anywhere in the game 
it's here. Not only must you avoid con- 
tact with the engine itself (easier said 
than done as it takes up most of the 
screen), but you've also got to avoid 
shots from two separate water can- 
nons. The first thing to do is collect all 
the lemonade to the left of the screen 
— you'll need it. To get the uppermost 
glasses you'll need to bounce on shots 
from the fire engine. Once all the 
lemonade's been supped bounce on the 
engine's shots to shoot the top gunner. 
At first it keeps moving back and forth 
but on the fourth time it'll accelerate 
and try to crush you against the edge of 
the screen. Position yourself to the far 
left and when it comes towards you 
jump right at the very last moment. If 
you get it right you should land on an 


If you're still having difficulty getting any- 
where in the game, here's a handy little 
cheat that'll have Rolo safe and sound back 
home well in time for tea 

When you first load up the game, after the 
Electronics Arts logo appears, you get a 
woodland scene with the game's various 
characters arriving on screen in their own 


FIRE ENGINE 


individual ways. When this screen appears 
hold down up/left on the control pad and but- 
tons A and С simultaneously. Still holding 
down the buttons and pad, press Reset and 
(still with the buttons pressed) wait for a few 
seconds until the screen goes blank. When 
this occurs press B and a nifty cheat menu 
should appear, giving you the choice of dis- 


incoming shot giving you time to avoid the machine. This manoeuvre is as much down to practice as anything, so persevere until you get it 
right. When you make it you can take out the lower gunner and finally the driver. The crewmen must be shot in this order 


playing the entire map, invunerability and an 
infinite supply of chances as well as being 
able to change the soundtrack and effects 
To use the cheat screen, move the pointer up 
and down the list of options via the control 
pad and use left and right to set the parame- 
ters to your liking. Press start to return to the 
intro screen then continue as normal. 


joypad controls 


Left — Walk left 


Right — 
Walk right 
Down — 


Crouch 


Jump 


(With left or 
right) Run in 
current direction 


Activate chosen character’s 
special ability 


Go to character 


selection 
screen 


SHADOW OF THE 


Psygnosis’ tough arcade adventure 
is widely regarded as the most diffi- 
cult release in years. Luckily, you've 
got this playing guide to help you. 


ehind Shadow of the Beast 2's impressive cosmetics lies a playable, but ultimately frustrating adventure. Getting 
through all the areas and solving the puzzles can be a real headache. Possibly the worst part of it is that, with your soli- 
tary life and limited amount of energy, those single hits can all add up to one big 'game over' when you have — at last 
— progressed to a different area. Calm yourself, and use this playing guide to get it right 


Walk left avoiding the balls cast by the tree 
limbs. To cross the bridge, jump about halfway 
across in order to minimise damage from the fly- 
ing fish. To rescue the man, stand approximately 
iwo inches from him, jump up and fire. Repeat 
this process as soon as you land, until the demon 
is killed. Use short stabs of the mace so as not to 
hit the man. 


Wait for the rescued man to stop speaking, then 
‘ask’ him about traps. His response will feature 
an upper or a lower switch — make a note of 
which is specified. 

Continue left and down the tree tops, avoiding or 
shooting the bats. Step off the last root into the 
passage on the left. Run left until the flying 
demon appears; duck then follow him. Kill him 
before he cuts through the rope. Kill the man 
pushing the spiked rock by waiting until the 
spikes are very close before firing, then retreat- 
ing and firing again. He can only be killed when 
at the end of the passage. 


Proceed left to the door, shoot the door with 
short strokes until it explodes, then run through it 
before it comes down again. Repeat for the sec- 
ond door. Continue left up the slope and kill the 
demon. 


THE BEGINNING 


Run back and pick up the key that's dropped 
when he dies. Run up the slope again, shooting 
the sliding blocks. Crouch down at the top of the 
hill until а block is released from the clamp, then 
go left and drop off the edge. Run and jump over 
the demon on the seesaw. Climb the rope and 
jump onto the platform on the right. 

Use your key to open the door. Proceed right but 
beware of the spiked block that drops at the top 
of the hill. Continue right, over the bridge, to the 
switches. Refer to the note you made when you 
rescued the man, and activate the relevant 
switch by hitting it. 


Stand as far right as possible and wait for the lift 
to come down — just stand and wait for it to 
take you up. When the lift reaches the top, run 
tight, shooting the bats as you go. 

When you come to the hole in the floor, walk 
onto the chandelier rope, then jump to the right. 
Continue right, killing the bats. Jump up to grab 
the second chandelier and climb to the top. Jump 
right and smash the chest to collect the coins and 
the potion. Walk left and climb back down the 
chandelier. Use the potions as required to 
increase energy. 


Drop off the bottom and run right, killing more 
hats, and collect the key from the table. Run 
back to the left and up the steps, until you 
teach the pit. Drop onto the chandelier and 
descend a little — do a small jump to the 
left so that you land at the cage door without 
waking the guard. Select the key and open 
the door by pressing Fire. 


Jump back onto the chandelier, then onto the 
platform on the right. Stand about two inches 
from the edge of the pit, face left and jump 
onto the chandelier. Climb down, turn right 
and crouch down. Hit the lower switch — 
this places a bridge close to the machinery 
— then jump onto the chandelier and climb 


Continue left while killing the bats, go into 
the lift and pull down on the joystick. 

When you reach the bottom, run left and drop 
off the edge. Climb down the rope and run 
left, jumping over the acid pools until you 
teach the switches. 
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Stand between the rock and the switches. Hit the 
middle switch once. Hit the bottom switch three 
times, until the clamp reaches the boulder, then 
hit the bottom switch again to stop it. Jump and 
hit the top switch to close the jaw. Hit the bot- 
lom switch to raise the boulder. Hit the middle 
switch to send the boulder across the water. 


When it stops, hit the top switch again to release 
the boulder onto the spike on the other side — 
it'll break into а small rock. Jump across the acid 
pool to the right and push the small rock onto the 
seesaw. Climb up the rope as far as the right- 
hand cage and jump off to the right, to land on 
the seesaw — the rock should be propelled into 


Run left and stand in the cage that's resting on 
the floor. The weight of the rock will make the 
cage rise up to a platform. Run left up the slope 
until you're facing Ishran. 

Shoot him once and retreat. Avoid the electric 
bolts and shoot him, when possible, until he dies. 
Jump up repeatedly and hit the net suspended 
from the tree until it falls. When it does, the man 
inside will give you a password — write it 
down. 

Run right and drop down through the branches to 


* Left, right, ascend, descend, 
enter and duck 


the floor below. Continue right, past the seesaw 
and down the slope until you reach the rope. 
Jump onto the rope and descend to the bottom, 
then jump right. Run right and climb down the 
roots, avoiding the acid droplets. Run right and 
stand next to the block. When asked to ‘whisper 
the password’, enter the password you wrote 
down previously. 

When the rock lifts, run to the right and shoot the 
chest to get the coins and the potion. Run left 
and climb up the rope, then jump right and collect 


Run left, jumping across the acid pools. The 
large men with maces need to be pushed back 
until they fall into the acid pools, but avoid 
the mace that they wield. 

Once you've killed the second mace man you 
can smash the chest and collect the coins and 
the potion. Continue left until you reach the 
tavern. 


Stand in front of the door and push up on the 
joystick. Once inside, run left up the steps and 
collect the flagon of ale. Run right and exit the 
tavern. Run right and jump the acid pools, 
until you reach the rope. Climb the rope, then 


* Pauses game/ 
View inventory 


в CONTROLLING THE CLAIVIP TO MANIPULATE THE BOULDER ia 


the scroll from Barloom. Climb back down the 
торе and run left. Climb back up the roots 
avoiding the acid droplets. Run left and cross 
the acid pool by jumping onto the rope, then 
across. 


jump up the roots until you reach the top. 

Run right past where you started from until 
you meet the pygmies. Stand close to the 
first pygmy, jump over the spear he throws, 
and kill him with the mace. 

Continue right, killing the pygmies that drop 
from the trees. Jump and fire to kill the flying 
pygmy. Continue right, killing the spear- 
wielding pygmies. Run right, dodging or 
shooting the slime balls until you reach the 
suspended rope. Jump onto the rock floating 
in midair, and jump onto the next rock on the 
left, shooting the slime balls. 


Jump up onto the next rock and kill the slime 
monster — collect the axe that he drops. 
Shoot the chest and collect the coins. Climb 
the short rope, jump left then right, and knock 
down the barrier with your mace. Run right 
and shoot the chest. Collect the coins and the 
potion. 

Run left and drop off two platforms. Drop 
down to the ground. 

Close to the slope and just beneath a floating 
rock is a weak spot in the ground — jump up 


Jump/ 
Hold to jump 
higher 


and down on this spot to break through. 


$$$ 


* Fire weapon 
* Select weapon 
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ACTION 


Sonic's back to 


take on Robotnik 
for a second time. 
Robotnik may have 


been toughening THE HEDGEHOG 2. 


himself up, but 
Sonic's brought a 
friend to help 
him out ... 


Sonic > cheats! 


In the original Sonic The Hedgehog game, accessing the cheats was relatively easy — it's 
possible that you discovered them for yourself. In Sonic 2, however, things are made a lot 
tougher, which is why we're here with all the cheats you'll need to make 
Sonic 2 as difficult as wobbling a jelly. 


LEVEL SELECT 


EMERALD HILL 


METROPOLIS 


МА 


CHEMICAL PLANT SKY CHASE 


AQUATIC RUIN WING FORTRESS 
CASINO NIGHT DEATH EGG 
HILL TOP SPECIAL STAGE 
MYSTIC CAVE SOUND TEST хатх 


DIL OCEA 
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SKIP ТО THE START of any level you want! Before starting 
the game, go to the options menu and play the following 
tunes on the sound test: 19, 65, 09, and then 17. When 
you play the last song you'll hear a ping. Press Start to go 
back to the title screen, hold button A and press Start to 
get to the level select. Now simply select your level, press 
Start and away you go! 
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SLOW MOTION 
CHEAT 


SUPER SONIC 
CHEAT 


500 


WHEN SONIC HAS collected all the Chaos Emeralds, 
simply make him collect 50 rings and he turns into the 
golden Super Sonic! He can now fly (kind of) and bene- 
fits from permanent speed-up. If all that sounds a bit 
too much like hard work, however, here's а cheat. 

Enter the level select and on the sound test play 
tunes 04, 01, 02, and then 06. Now select your level 
and play the game as normal. When Sonic has collected 
50 rings, press B and C together and Sonic will change 


THE ACTION'S JUST too quick for you? Don't panic! 
When the level-select cheat has worked, you can play 
the game in slow motion by pausing the game and hold- 
ing button B. Button C will make Sonic jump and button 
A will reset. 


CHAOS EMERALD 
CHEAT 


WHEN YOU COLLECT a Chaos Emerald, reset the game. 
Now enter the options menu and press Start. The game 
will start again, but you should still have the emeralds 
you previously collected. Because the power to the 
machine hasn't been cut (hitting rest merely resets the 
game, supposedly), your Mega Drive somehow remem- 
bers all the Chaos Emeralds you collected and reckons 
you've still got hold of them. You can now collect all 
the emeralds on the Emerald Hill Zone and burn through 


into Super Sonic! the rest of the game as Super Sonic. Also, by collecting 
every ring on the special stage, you get a 50,000 point 


bonus at the end. 
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MAKE YOUR OWN 


LEVEL CHEAT EMERALD HILL ZONE 


THERE ARE TWO ACTS OF EMERALD HILL ZONE TO NEGOTIATE, THE SECOND OF WHICH 
climaxes with Sonic's first encounter with the all new and improved Dr. Robotnik. A good 
game to play with your friends to see who can race through the first level in as quick a 
time as possible. If you're really good, then you should be able to manage a time of 23 
seconds or under. 


FANCY YOURSELF AS a level designer? To mess about with 
the levels, go to sound test and enter the level select and 


joypad controls 


* Left and right: Sonic 


play tunes 1, 9, 9, 2, 1, 1, 2, and 4, select your level, then 
press and hold down A and press Start; your score should 
now be letters and numbers. B switches Sonic, A cycles 
through the sprites, and C places them on the scenery. 


* Pauses game 


runs left or right | 


Up: Sonic 
looks up 
Down: 
Sonic 
crouches 
or super- 


* Sonic jumps 


WAIT IN THE middle of the screen and 
watch Dr. Robotnik land his helicopter on 
top of the car. Keep walking left to avoid 
the spike on the front of the car. 


KEEP BOUNCING ON Robotnik’s head every 
time he drives across the screen. When 
he's about to die, the spike on the front of 
the car will fire off. Jump over the spike. 


NOW IT'S TIME to wait in the middle of 
the screen, bouncing on Dr. Robotnik's 
head as he drives by. Watch out for the 
spike, and time your bounce so you land on 
the side where Dr. Robotnik's come from. 


ONE LAST BOUNCE on the top of Robotnik's 
head and he gives up for the level. He'll 
run away, leaving you at the start of level 
two. That wasn't too difficult now, was it? 
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CHEMICAL PLANT ZONE 


SPIDERS HANGING FROM THE CEILING, SPIKE-HEADED MONSTERS INTENT ON MAKING SONIC drop his rings, and fast-moving rafts are the main obstacles 
here. Watch out for them, remember to slow down (most of these two acts are taken at full speed) and you'll be О.К. Again, there are only two acts to 
worry about in Chemical Plant Zone but there's pink water everywhere in this level, so Sonic's going to have to be very careful not to drown. 


WAIT IN THE middle of the screen; all the other ... WHICH IS YOUR chance to bounce on him. WHEN ROBOTNIK FLIES towards you with the 
platforms will revolve and can send Sonic to a Jump, bounce on his head, and return to the bucket of blue goo, it's time to gather your wits 
watery death. Wait until Robotnik lowers his fun- middle platform. You can afford to do this twice about you. Wait in the middle of the screen and 
nel into the liquid ... each time he lowers his tube. simply dodge the gunge when he drops it. As soon 
as it hits the ground, jump straight up in the air. 


AQUATIC RUIN ZONE 


TOUGH LEVEL THIS ONE. STICK TO THE TOP OF the levels for both of the two acts. This way a lot 
of the underwater sections can be avoided and you'll save Sonic a lot of hassle. Many players 
reckon that this is actually the hardest level in the whole game, which is bad luck if you're stuck 
on it, but good news as it means things can't get any tougher after this. 


NOW SIMPLY REPEAT the same process four 
times and Robotnik will give up and run away. 
Just one thing to watch out for, and that's one 
last revolving platform. Walk to the left of the 
middle platform and you'll be able to see it and 
time your jump. 


AS SOON AS you enter the boss battle zone jump on 
top of the pillar on the right. Robotnik will appear 
from the top of the screen with a mallet; simply bide 
your time and wait for him. 


за ATI 


Е 1:59 = 


AS HE IS about to drop his mallet on you, leap AS YOU BOUNCE off his head, time your jump so REPEAT THE PROCESS from the top, jumping from 

out of the way (you'll disappear off the top of аз to land on the top of the opposite totem pole. pole to pole in between hits. After eight hits, 

the screen) and land on his head. If you fall, jump on the arrows to climb back Robotnik will give up and go home (again!). Another 
onto the top — but do it quick! (and perhaps the hardest!) level finished! 
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© CASINO NIGHT ZONE 


FANCY SOME GAMBLING? THEN TAKE TIME OUT OF THE NORMAL GAME AND jump Sonic into the fruit machines — it's possible to win loads of rings. Of 
course, it's also possible to lose a lot. Ahem. It's just a matter of throwing a hedgehog into the works! 
Ф о 6 


store 
TIME 1:48 
RINGS 77 


Dy 


= 2 


USE SONIC'S PATENT-applied-for spin from a ... THEN СОМЕ CRASHING down on Robotniks AFTER BOUNCING ON his head, simply take to the 

crouch to get up to the top of the giant pinball head. И may take a little time to get the hang of skies again. Robotnik will scuttle about the bot- 
actually landing on Robotnik's head, but after a tom of the screen, leaving Sonic free to make like 
while you'll get a feel for it. an acrobat and zoom around the sky above him. 


HILL TOP ZONE 


MEMORIES OF GREEN HILL ZONE FROM THE ORIGINAL game to be found here, but there’s no time 
to get all nostalgic — there's a fire underground and Sonic must do his best to avoid it. There's a 
very quick way of beating Robotnik at the end of this level but you have to be quick. We're going 
to credit you with the necessary reflexes and so let's get to И... 


il 4 -ATE 
EIGHT HEAD-BASHES later and Sonic has finished 


off Robotnik for a heroic fourth time. You're a SERRE 17808 
third of the way through your challenge! TME: 1:41 F 
RINES 95 


WAIT ОМ THE right bank, then as soon as Robotnik 
appears, try to get six bounces on his head. You 
have to jump as soon as he comes within range and 
keep pressing down (as well as jump, of course). 


SCORE 2200 Scope, 2200 


STEN : 48 
Цв: НЕ coy 


... SEND НМ PACKING once again. There, that 
to the safety of the far left side of the screen. pool, so bounce on his head. Because you got was easy. The only thing you have to worry 
Robotnik will spew out some fireballs, but as long as — six hits in when he first appeared, it now takes about now is running away from the flames that 
you're on the left of the screen you'll be 0.К. a couple of well-placed spin attacks 10... he'll spew out, but other than that you're clear. 


MYSTIC CAVE ZONE 


TOUGH LEVEL THIS, SO FORSAKE THE SPECIAL STAGE IN THE SECOND AND FINAL ACT AND instead keep a good supply of rings at home for your encounter 
with Robotnik. 


RUN TO THE very right-hand side of the screen SIMPLY WAIT FOR Robotnik to fall through the ... RETREAT ONCE MORE and avoid the falling 
and avoid the pointed blocks that fall from the roof, then (while his spikes are pointing horizon- debris. Now simply repeat this process from the 
roof (the other blocks won't harm you, so don't tally and not vertically upwards) give him a good start and after a total of eight hits ... 
worry about them). bouncing. You should he able to get in two 

bounces before having to ... 


OIL OCEAN ZONE 


Your biggest dangers when tackling the oil ocean are the treacherous platforms and cunningly posi- 
tioned bad guys that can send Sonic to an oily grave. Don't be tempted to rush through the level, 
take a little time out to work out what each of the bad guys actually does (you won't have seen 
many of this lot before) and you should Бе О.К. 


... ROBOTNIK GIVES IT up and goes home. This is 
perhaps the easiest boss level of the lot (if you 


УВАНЕ SOE realize that the falling blocks won't kill you, and 
през BH not many people do). 


ran 
RINGS 


AS SOON AS Robotnik pokes his head above the oil, 
jump into action. You should be able to get a couple 
of hits in hefore it's time to take evasive action 


... RUN TO THE far right of the platform on the NEXT, BE READY to duck or jump over each of SIMPLY REPEAT THE process from the beginning, 
right. The spiked tail of Robotnik's ship will rise Ше three laser bolts fired at you. Don't jump bouncing on Robotnik's head twice each time, until 
out of the water and head towards you. Jump until you're confident that you can't escape the — the bald buffoon gives up and runs away again. 
straight up at the last minute to avoid it. fireballs simply by ducking. 
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THERE ARE THREE (BIG!) ACTS TO NEGOTIATE THIS TIME BEFORE FINALLY GETTING ТО TAKE on Robotnik again; it takes time but you've almost finished, 


so persevere. 


AS ROBOTNIK'S SHIP moves towards you (sur- 
rounded by deadly spinning satellites) wait for it 
to get as close as you dare and then jump over 


AS HIS SHIP rises to the top of the screen (the 
satellites should now be spinning calmly around 
the base of the ship as opposed to all over the 


ONE OF THE satellites will spin off, and you have 
to hit it. Repeat this process from the beginning 
for all eight satellites (it gets easier when there 


the top. The timing’s tricky, but not impossible. place) jump up and hit the underside of his ship. — are only a couple left) and then wait for 


Robotnik’s final attack which is .. . 


ROBOTNIK'S DONE A RUNNER, BUT LUCKILY TAILS turns up to help Sonic with the chase. Sonic is 
flying on the wings of Miles's plane, and all he has to do is destroy the smaller turtles that are rid- 
ing on top of the big ones. Easy really ... 


... А LASER GUN. Simply jump over the laser 
bolts (or duck underneath them, depending where. 
he fires them) and time one last hit. All it takes is 
one bounce, and Robotnik is history. 


DON'T FORGET TO grab as many rings as you can — 
you may need them later on. Don't worry about 
falling off the plane; Tails is very good at keeping up 
with you. 


THINGS WILL TOUGHEN up slightly after 
Robotnik’s Sky Fortress overtakes you, but 
there's still nothing to worry about. You should 
be able to sail through this level easily. 


WATCH OUT FOR the small turtles riding on the back 
of the larger turtles; they'll fire little bullets at you. 


THE ONLY OTHER dangers here are the pro- 
peller-heads. They seem harmless enough, but 
unless you take them out they'll rise to the top 
of the screen and drop bombs on top of you. 
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SONIC HAS А LOT OF EXPLORING TO DO IF HE WANTS TO COLLECT ENOUGH rings to get to the special stage. Just don't be frightened if Sonic gets caught 
in a propeller draft — he'll usually be blown to safety (don't try this at home, kids). 


SEE WHERE SONIC'S positioned himself up against SONIC MUST MOVE fast іп a bid to get a couple SIMPLY REPEAT THIS process, scurrying from 
the wall? Here he's safe from the moving spiked of hits in. He can afford to make two attempts at wall to wall pausing only to get a couple of hits 
platforms, but not the laser beam. So when the hitting the laser beam before running back to the оп the laser, and soon ... 
beam is about to stop ... position of safety on the opposite side of the 

screen. 


HERE SONIC FINDS HIMSELF UP AGAINST A METAL replica of himself. Just remember that the 
spikes on the metal Sonic's back will hurt you, so only attempt to hit him on the forehead. 
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HIT THE REPLICA as he stands іп the corner. Only 
land on his forehead and you'll be safe. Try and get 
three hits in each time he stands still. 


JUMP OVER THE metal Sonic as he runs across THE METAL SONIC will jump straight over the ... АМО HE'LL SOON burst into flames. You'd never 
the screen and get ready to hit him. Another top of the real Sonic. Again, try and get three catch the real Sonic that easy to beat, right kids! 
three hits should be easily possible. Then move hits on his forehead while he's in the corner ... Now it's one last frantic Robotnik-chase to the very 
back to the middle of the screen, because ... last confrontation! 
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DEATH ЕСС ZONE - Part 2 


THE FINAL CONFRONTATION WITH DR. ROBOTNIK — YOU'RE ALMOST THERE. He's taken refuge in a giant robot replica of himself, but he's not immune 
from the Sonic spin attack. As long as you get your timing right, of course ... 


Ton 9 ДК FERF = аа 


GO TO THE far right until Robotnik locks BOUNCE ON ROBOTNIK'S chest as he dips as 
on target. 


mx xaX = жа 5 S 22 ва 
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EDIATELY RUN ALL the way AND YOU'VE FINISH 


il 
е Over! 


IN SONIC 2 YOU HAVE ТО collect seven Chaos Emeralds 
if you want to finish the game properly and these can 
be found in the special stage. To get to the special 
stage, collect 50 rings and then find a restart lamppost. 
When you walk past the lamppost a ring of stars will 
appear above it; jump through the ring and enter the 
secret stage. 

Each secret stage has a goal, that goal being to col- 
lect as many rings as you need. Each stage though is 
split into three parts and you need to collect a certain 
amount of rings to get through the next part. Get 
through to the end with enough rings and Sonic will run 
on to collect the emerald. If you haven't got enough 
tings, Sonic will stop just short, tempting you to get it 
right the next time. 

Initially very hard, each secret stage follows the 
same pattern every time, so it's really just a case of 
practicing and remembering where the rings are and 
where and when to jump. Unfortunately, that's really 
the only advice we can give. But just keep a mental 
note of what's coming up when on the special stage (or 
better still, get some decent reflexes) and you'll do fine. 

If you really can't be bothered with the special 
stage, use the cheats printed at the very start of this 
playing guide to help you out. 
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SPEEDBALL 2 


This Bitmap Brothers epic found its way onto the 16-bit Sega to much critical acclaim. For some, 
it's a way of life — for others, it's heen just too tough. Until now... 


he nonlinear nature of Speedball 2 means no one game is the same as another. Also, the variety of different players 
means that strategy is needed against the more powerful teams. Everyone plays Speedball 2 in a different way, using 
different players. The best way to succeed is to discover which individuals you use most, and train them accordingly 
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If you're new to Speedball 2, you need to 
know which are the best teams. In Division 
2, Steel Fury and The Renegades are gener- 
ally the best. Division 1's finest tend to be 
Super Nashwan and Turbo Hammers 


In League Mode, you have to be in first or 
second position by the end of the 14-game 
season to have any hope of getting into 
Division 1. If you get this far, you'll find 
you'll have to take part in a playoff against 


a Division 1 team — it's usually an inferior 
team such as Rage 2000, so not much to 
worry about 


TANCH OPER 


you're having trouble getting into Division 
‚ the following code should help 

LBHe 2bSt Ry3d ckpk cGVC xzow MBOL 

his puts you into Division 1 with four D1 
ayers enson (Def), Jams (Fwd), 
ooper (Def) and Quaid (Mid). As for 
ivision 2 players, you've got Shorn (Def), 
asa (Fwd), Media (Fwd) and Bodini (Def) 
nis code also gives you 1146 credits to 
ay around with 

Be aware that the players start out in the 
wrong positions — remember to change 
them so they're in their correct area. You 
won't see Jams at first, either — the code 
places him as a substitute 

When you've rearranged your players and 
before you take the dropouts to the gym, 
your statistics on the fixtures board should 
look as follows 


REPISHE, 
BEI TRES DIS 
CORED 


DEF 219 MID 139 

ATT 207 SUB 128 

Take your dropouts to the gym and improve 
them, taking note of how the gray bar 
extends. At the end of the season, they'll be 
worth 1080! 3 

If you choose Team Manager mode, players 
cost more than they do in a standard 
league. You can't use codes either, so each 
time you start a new season you'll be at the 
bottom of Division 2 with 12 dropouts (nine 
players, three substitutes) and 1100 credits. 
Go to Fix and see who you're playing. If it's 
not Raw Messiahs or Revolver, reset and 
keep trying until you're matched with one of 
the two. You should have little trouble in 
scoring at least two goals before half-time. 
It's important to collect as many coins as 
possible. When a match is over, there'll be 
at least one player on the transfer market. 
Buy him, then improve your goalkeeper in 
the gym — he's an important guy. 

You're now ready for the next match. Go to 
he fixtures screen (Fix) to see how you 
compare to the other team. 

Remember to beat up as many red guys as 
possible — you earn as many points for 
injuring an opponent as you do for scoring 

f you've got control of the Score Multiplier, 
it's party time. 

Against the less powerful teams, your best 
strategy is to be as brutal as possible. Don't 
bother with passing movements — they're 
a waste of time. Simply barge through your 
opposition's ranks and when you get to the 
keeper, knock him over. 

f your opponents are stronger than you, it's 
advisable to use other methods of scoring, 
such as those adorning the arena walls. 
Passing between players and hitting the 
stars is a great way of accruing important 
scores, but beware — lose the ball to the 
opposition and it's likely they'll thunder 


down the pitch and score. 

As a rule, it's far better to run in diagonals 
across the pitch when advancing; this con- 
fuses the opposition. Try to learn where 
your players tend to be — that way, you 
can make seemingly blind passes that actu- 
ally connect with the right man, confusing 
your opponents. 

Don't bother with defensive play, and get 
the ball away from your goal as soon as 
possible. Remember: as tough as your goal- 
keeper may be, he can still be knocked over. 
Get him to send the ball up the pitch before 
anyone can get close. 


* Eight-direction- 
al movement and 
accesses menus 


FFOOSFOOXX 
Freezes timer at XX 
—— use O2 to keep the 
game going for as 
long as you like 


FFOOFATZEFF 
Unlimited cash for 
player one 


FFODEEOOO2 
Score multiplier is 
two in favour of player 
one 


FFODEEOOO1 
Score multiplier is one 
in favour of player one 


FFODEEOOOO 
Score multiplier 
inactive 


FFDAAOOOSÓS 
Electro mode — ball 
is permanently electri- 
fied, with whoever’s 
holding it in control. 


* Throw, jump, slide, rip and punch 


STREETS OF RAGE Il 


One of the biggest and best heat-‘em-ups of all. Read on for the best tricks and tactics to use. 


his game isn't too difficult to complete, so instead of just concentrating on getting through the levels, here are the best 
moves for each character along with how to deal with the last four bosses. The most difficult boss is Mr. X in the final 
level: prepare to meet all the bosses you thought you'd already defeated during this part of the game. A lot of the 
moves take a little working on, so wise up by following these tips. 


SPECIAL MOVES AND ATTACKS 


In general the best moves deal the most power or can clear a path through a number 
of opponents at one go. Here’s how to operate each character to its full potential. 


Axel 


Axel, the blue-eyed blond, has some 
awesome moves ... 


© Hit button A to get Axel out of trouble. His Dragon Wing punch is devastating. 
е Use Axel's Dragon Smash with caution. It's good for getting bosses, but in a big 
fight leaves you open to attacks from behind while the move is in operation. 
* The Grand Upper will propel Axel forward and, timed right, can knock down 
several opponents at once. 
© Make sure you have enough space to execute kicks. 


MOVES 
WHILE FACING AN OPPONENT: 
* Dragon Wing: Stand still (no joypad movement) and press button A. 
Dragon Smash: Move toward the thug and press A. 
* Grand Upper: Make two quick movements toward the thug then press B. 
* Stand Kick: Stand still and press C, then B. 

* Jumping Kick: Move toward the thug and press C, then B. 
WHEN HOLDING AN OPPONENT: 

* Blows with your knee, a throw, Head Butt or Super Slam are 

all very effective. 
е Knee-Kick Fury: Press toward the thug and press B repeatedly. 
* Head Butt: Stand still and press B. 
* Super Slam: Press C to jump over the thug, then B to slam. 
* Back Throw: Grab someone and press in the opposite direction, then press B. 


Max 


Мах may look clumsy but he punches 
hard and moves surprisingly well. 


ADVICE 
* Max's Thunder Tackle gets him out of trouble. It moves him across the screen 
knocking down everything in its path. 
е If low on energy, use the Power Slide instead of the Thunder Tackle. 
е Don’t try to jump and attack, he's too slow and heavy. 
е If an opponent gets too close, grab him and use a Thunder Body Slam, German 
Suplex, Atomic Drop or Brain Buster. 


MOVES 
WHILE FACING AN OPPONENT: 
* Knuckle Bomb: Stand still and press button A. 
* Thunder Tackle: Move toward the thug and press B. 
* Power Slide: Make two quick movements toward the thug, then press B. 
* Hammer Punch: Stand still, then press C to jump and B to punch. 

© Drop Kick: Move toward the thug and press C, then B. 
WHEN HOLDING AN OPPONENT: 

* Thunder Body Slam: Press C to pick up and B to slam. 

* German Suplex: Press B. 
* Atomic Drop: Press B, then C. 
* Brain Buster: Grab someone and press in the opposite direction, then press B. 


eee 


THE BOSSES 
Once you've mastered all the moves, the 
bosses should be no problem. 


4 STAGE 5: 
THE SHIP 
| R. Bear 
| ALTHOUGH THIS GUY is fat, he is real 
| strong, so don't get too close. Jump in, 
| get a few hits, then jump out again. 


Biaze 


Blaze is the best all-rounder and is good 
at kicking and jumping. 


ADVICE 
Use the Kikousho against bosses. T STAGE 6: 
* The Grand Slash, Roundhouse and Jumping Kicks are all good. = JUNGLE 
© Blaze's 360 Sweep is probably the best reverse move in the game. It will knock 1 Souther 

down the best and make a hole in a crowd. > IGNORE JET and concentrate оп Souther. 
* Don't throw using Blaze — she's too slow. Don't use the flurry technique | Jumping Kicks work best, and throw him 
either — it's just ton weak. whenever you can. Watch out for his 

spinning jumps! 


MOVES 


WHILE FACING AN OPPONENT: 
е Embukyaku: Stand still (no joypad movement) and press button A. STAGE 7: 
* Kikousho: Move toward the opponent and press A. MUNITION’S PLANT 
* Grand Slash: Make two quick movements toward your opponent then press B. Molecule and Particle 
* Roundhouse Kick: Stand still and press C, then В. PICK ON THEM one by one, and use a 
* Jumping Kick: Move toward your opponent and press С, then B to kick. ит + = couple of special moves (especially 
© 360 Sweep: Press B and C simultaneously. ^ if you're Axel). 


WHEN HOLDING AN OPPONENT: 
* Throw: Stand still and press B. 
* Back Drop: Press C to jump over your opponent, then B to slam. 
* Sacrifice Throw: Grab someone, press in the opposite direction, then press B. T Pi STAGE 8: 
= SYNDICATE 
STRONGHOLD 


Skate Mr. X 


Skate is Adam’s brother. He’s got all the 7 GET READY to fight all the bosses you've 


right moves, including fast special moves. already encountered. Then stay out of Mr. 
Ха way and jump kick all you can — 


and avoid that gun! 


Up/down/left right 
movement walks your 
character around 
the streets _ 


ADVICE 
* Skate's not so good at fighting close up. His jumping, kicking and Head Butts 
don't work too well either. Back off and concentrate on long range attack. 
* His best move is the Migraine Punch. He's also got a mean Neck Throw. 


MOVES 
WHILE FACING AN OPPONENT: 
* 360 Spin: Stand still (no joypad movement) and press button A. 
* Corkscrew Kick: Move in the direction of the thug and press A. 
* Dynamite Butt: Make two rapid movements toward the opponent then press B. 
* Standing Kick: Stand still and press C, then B. 
* Jumping Kick: Move toward the opponent and press C, then B. 
WHEN HOLDING AN OPPONENT: 
* Head Butt: Stand still and press B. 
* Neck Throw: Press C to jump over the opponent, then B to throw. 
* Migraine Punch: Grab someone and press in the opposite direction, then press B. 


Activates your special move 


Activates a normal attack 


Jump! 


SEGA CoO—— 


SHOOTING 


SUNSETRIDERS 


Pulling out your pistols, Sunsetriders has you taking on the outlaws for copious amounts of cash 
and then grabbing the girl before you leave. Only four levels, but it's very tough. 


n excellent shoot-em-up 
must be fast, entertain- 
ing and relentless in its 

action. Sunsetriders has 

all those features, then there's the 
gorgeous cartoon graphics, brilliant 
sense of humour and hilarious sounds 
Rescuing Wild West damsels in dis- 
tress from various villains and them 
darn injuns is great fun, but one real 
tall order 


Always be Comano. His powerful 
shotgun gives you a much bigger 
advantage than Billy's weedy six- 
guns. 


BILLY 
CooL 


THE BONUS 
STAGE 

The bonus stage involves catching 
the lives and cash thrown from 
the back of a wagon, on horse- 
back. It's dead easy to master, 
just watch for the shadow from 
the caravan, and go straight for it 


ENERAL TIP 


nc 
: 


LEVEL ONE 


Be sure to shoot every one of the 
green wooden boxes, they sometimes 
contain essential gun power-ups. 
Watch out though, occasionally they 
hide explosives so don't stand too 
near when checking. Also remember 
to enter every saloon and every bank, 
or bonus ammo and gun up-grades 
Don't stay in one place too long or 
oads of baddies will appear, and you 
won't have а snowball's chance in 

ell of surviving. Whenever you enter 
a new area, watch your back for crafty 
bandits who are out for surprise 


The buildings you pass are usually 
two storeys high, and you gotta watch 
them upper windows 

The vast majority of times, an enemy 
with a gun will appear when you pass, 
so be alert 
Cattle are a serious hassle, because 
they stampede in frighteningly fast 
herds, and you have to be very fast 
jumping up to the balconies to avoid 
them. Luckily, you now know that they 
only appear at the fourth building 


you have been warned! OK — so 
there are more cows just past the 
sixth building where there's no con 
venient balcony. Never fear — 
jump onto the first steer's back and 
hop from cow to cow until they've 
gone 

Just past these animals is the 
trapped girl, and the bandit guard 
ing her is a very mean mother. Stay 
behind the cover of the green boxes 
as much as you can, stay high up 
the screen and keep firing. Time is 
the one thing that's not a problem 
In the second area, fill the high bar- 
rels full of lead whenever you can 
and remember to keep an eye out 
behind you when you begin. Once 
across the bridge, turn on your heel 
immediately and keep shooting the 
assassins with knives who will 
sneak up on you from behind. Same 
tactics for the second bridge 

When you reach the end boss 
Simon Greedwell, kill off his guards 
first of all, then aim for the barrels 
he stands on. Watch out when they 
fall (they roll at your feet), and he'll 
have no protection left. Like all 
petty bandit chiefs (the ones you 
meet every day at the store!) he's a 
coward and not a serious problem 
once stripped of his guards and 
barrels 


This is the train sequence you see in nearly every western movie cont rols 


There are no set tactics for completion, just watch out for dyna- 
mite in the boxes. Before each carriage, stand on the coupling 
(the small platform at the bottom in-between the carriages) and 
shoot the enemies who appear from the windows, waiting to 
pick you off when you're on the roof 


The final carriage is 

where you meet Paco 

Loco. Same as 

Greedwell — get rid 

of his men and then Shot one 
avoid his bullets and Shot two 


he's dog meat 
9 Jump up or down 


The Indians come thick and fast and injuns on the ledge come down so you ledges you pass have power-ups you 

scary so fire constantly and spray bul- can fill 'em full of lead. Now rescue can jump to, but be very quick 'cos 

lets all over the place to stay alive the girl, nothing simpler it's a tricky manouevre. 

The tricky little beggars will slide The cliffs are loose and treacherous, The lift takes you to the end boss, 

down the cliff and attack with flaming and rockfalls appear five times in the Chief Scalpen, whose minions have 

arrows from behind you, so watch ya level. There are avalanches on the been plaguing you throughout the 

back on the sloping hills 'cos this is second slope after the first set of level. He's incredibly fast with long 

where they do it most. The bridge col- downward 'steps' (the little cliffs). The range jumps that are a real pain. You 

lapses when you step on it so be ready next but one horizontal platform after just have to keep moving and shoot- 

for this. Once in the water watch your this, the first downward step after ing him repeatedly, although it takes 

back again, and wait until the two this, the first upward slope after that ages because he's one tough dude 
and the first upward slope after this 

the ones to watch. Oh, and the 

second ladder's pretty dangerous too. 

And after the third ladder is the cool 

pulley-system rope lift. Always stand 

on the top platform on account of the 

injuns who jump onto the lower one 

— be ready with your weapon. The 


Taking on the bad guys at their home wolves again. The helpless senorita is ning much different through the 
turf is a big job, but hey — someone's just after the second raised platform rest of the level, until you get to the 
gotta do it! Look behind you for the big thingy, and the tactics from rescuing inal end boss, British aristocrat Sir 
grey wolf-dog type things, they're fast the other girls should work Richard Rose. Once again, try and kill 
and a pain in the butt off his men first, but they're a lot trick- 
Keep shooting the wall at the start to Ф Ф 6 ier than previous guards. The game 
knock it down, but watch for them plan for dispatching him is simple, 
ong and tedious but it's the only way 
so you'll have to persevere. When he 
umps from his balcony, squeeze off 
one fast bullet and jump up immedi- 
ately. Keep at it and his bullet-proof 
vest will fall off, then keep doing it 
again to waste him 


Soccer — it's a weird game, with 22 angry men kicking a round muddy object up and down а 
green rectangular field toward wooden posts with a net between them. But Super Kick Off is a 
serious simulation of this internationally popular sport. 


uper Kick Off has certainly proven popular with die-hard soccer fans. The problem is, how can you get those elusive wins 
against high-profile teams? What techniques can be used to maximise positive results without them being in the oppo- 
sition's favour? It's a question many Kick Off fans have asked themselves — here's a few guide-lines to help you beat 


those home-defeat blues 


no, not down your shirt. Seriously though, 
taking the entire opposition on with one single 
player isn't the most sensible way to go about 
a game, but there are times when you'll find it 
particularly necessary. Against the quicker 


Generally, it's 
best to use a 
mixture of 
direct- and 


long-ball meth- 


ods. Booting 

the ball up the 
pitch for your forwards to chase almost 
always guarantees you a good crack at goal; 
secondly, it reduces the amount of time 
wasted. This is especially handy if you're on 
the brink of defeat — efficient but unattrac- 
tive play isn't really a problem, as if it gets 
you a victory (or even a draw), just do it 


teams, you'll need to use careful trapping of 
the ball (via button B) to confuse and disori- 
entate players attempting to make a tackle; 
if you're really feeling clever, you could try 

and turn away from them and force a foul at 


Trapping the ball before passing is always 
a good bet. No matter how good you may 
consider yourself to be at passing, there's 
always a random element involved — will 
an opposition player intercept it from off 
screen? It's certainly a possibility. Unless 


you're under extreme pressure from a tack- 


le-happy player, the few moments spent 
observing the best player to pass to can 
double your chance of creating (or avert- 
ing) a goal 

Lobbing the ball often leads to a free-for- 
all situation, where several players will 
wait for the ball to land. In this situation, 


the last minute. The benefits of this are 
twofold — you get a free kick (or penalty) and 
secondly it allows the rest of your team to get 
into convenient positions that facilitate quick, 
efficient and ultimately successful passing 


it's best to be sensible and use your head 
— literally 

Get the hang of re-directing headers as 
soon as you can. Several complex plays 
can't be played without this skill — it's a 
movement that soon becomes essential 
during the more frenetic matches 


Tackling 


Button activated 
tackles should be 
executed with 
care; most refer- 
ees are fairly card- 
happy, and have 
no aversion to 


Goalkeeping 


As you're only required 
to take control of your 
goalkeeper during penal- 
ty shots, it's easy to 
underestimate the 
importance of practising 
their control. When you 


think about it, that's booking or — 
pretty darn ludicrous — even worse — 
entire matches can sending players 
hinge on the outcome of off for sloppy tack- 


a penalty! 

Watch the pointer, not the player. If you've got your D-button finger 
poised over the direction the arrow's pointing at, it reduces potential 
reaction time. Secondly, remember to concentrate — the gap of time in 
between the penalty being awarded and the penalty being actually 
taken can genuinely lead to the wandering of the mind, the pondering of 
other matters and... oh darn, the opposition's scored! 


les. Don't get frus- 
trated; once you do, your tackles will become irregular and you'll 
discover half your team have been invited to take an early shower 


joypad controls 


Up,down, left, right 


Pauses game, calls 
up menus 


The real winning technique when taking penalties 15 
to slot it just into either corner, as far away from the 
keeper as possible without hitting the post or sending 
it wide. As you'd imagine, this takes time to master 
— but doesn't everything? Remember to use medi- 
um-powered shots — too weak, and it's an easy 
catch for the keeper, too powerful and you'll blaze it 
over the bar. Remember — you've got a technically 
infinite amount of time (although it's unlikely that 
you'll live that long!) and this can be used wisely to 
get the best results from the situation 


Kick, 
pass, trap 
the ball 


Nothing 


Around the edge of 
the penalty area, it's 
wise to cross balls in 
to disorientate the opposition. Should 


team mate who sticks it in 


you be fouled you'll get a free kick in a 
dangerous position or even a penalty. 
It's unwise to attempt to score a goal 
immediately — try and pass it to 
another player in a better position and 
have him make the shot 

The best way to take corners is to try 
and swing the ball towards the far 
post to be met by the head or boot of a 


the back of the net. The hardest thing 
to master in the taking of corners is 
keeping the ball away from the goal- 
keeper — too close and he takes the 
catch before it reaches your target 
player, too far away and whoever 
heads or volleys the ball can't get 
enough power on the shot and the 
keeper has another easy save. You 


need to aim for the area of uncer- 
tainty halfway between the keeper 
and the edge of the box 

Free kicks are best taken by laying 
off the ball for another player to 
blast past the defending wall. On 
rare occasions you can hoist the 
ball over or swerve it past the wall 
and take a shot straight at the goal 


TEENAGE MUTANT 
HERO TURTLES: 


THE HYPERSTONE HEIST 


Now this strikes me as strange. No one talks about the movies 
and comic strips anymore — so how come the games are so 
popular. There's one very good reason; they're a beauty to play. 


The most important decision you have to make in this game is 
what character you want to control. This is because each of them 
has a different weapon, not to mention the moves they have. 


The best character by my reckoning. The 
way Don handles a Bo Staff means no end- 
of-level bastion is a match for him. He's a 
little temperamental in the jumps though, 
but you can soon accommodate this. 


A pair of Nunchaks makes this dude a force 
to be dealt with. Great for long-range 
attacks. This makes for safe attacking. 
Start swinging and no one can touch him. 
The only trouble with this guy is that he 
seems to handle pretty slowly. 


left and right 


* Attack 


* Jump 
* Dash m 


Sai Daggers may make this guy look mean, but he 
has to be the turkey in the chicken roost. Only likes 
fighting close quarters and that leads to unneces- 
sary damage. Only use this guy if you're on heavy 
prescribed medication or clinically insane. 


Carrying two Katana Blades, Leo looks an envi- 
able force. That's true in the early stages, but 
he falls short on the Stockman end-of-level 
baddy. For some reason Leo just doesn't like 
hitting things above him — a strong guy, but not 
much use in the later levels. If you must use 
him, then make sure you know how to use the jump attack. 


WHAT TO WATCH FOR 
THROUGH THE LEVELS 


1. NEW YORK CITY 


Plain heat-'em-up. Just use the explosive oil cans and erupting fire hydrants to your 
advantage. 


2]. MYSTERIOUS GHOST 
SHIP 
While you're on your surfboard, jump the mousers. It's the only way past them. When 
you see the picture under Shredder's picture, avoid it. Only go to pick it up when it 
has fallen. Also keep an eye on the floor. When you see a chip in the wood, don't 
stand on it or you'll end up in a Laurel and Hardy movie. 


3. SHREDDER’S HIDEOUT 
Three things to watch for here. First the patio section. There are foot soldiers 


TACKLE 
THE 
BOSSES 


LEATHERHEAD 
You'll be forgiven for thinking this guy's tough. But after 
this, it'll be as difficult as annoying your parents. Simply hit 
him four times, then jump. Then use a flying kick to swap 
sides of the screen and repeat the process. He won't hit you 
and you're inflicting pain. 


ROCKSTEADY 
More difficult. Again, use your flying kick to swap sides of 
the screen, but keep at arm’s length, or he'll start to kick 
back. Keep punching until he jogs on the spot, then jump 
clear. 


е says you have to deal. with his foot soldiers before you 
an fight him. Do you believe what he says? Nah — didn't 
ink so. Just keep hammering away at Tatsu and he'll be 
unning for momma like a big girl's blouse. 


STOCKMAN 
Whatever you do, make sure you're not controlling Leo at 
this point. Just stand under him and keep whacking. It'll be 
over in a flash. If you're lumbered with Leo, just jump-kick 
а lot and hope for the best. 


Not too difficult. You only have to watch out for one of his 
moves. When he slides across the screen, make like a 
shepherd — get the flock out of here. When he returns he'll 
be performing a killing sliding kick. 


SUPER SHREDDER 
Boy, is this guy tough. Two things to remember here; don't 
stand too close or you'll get your fingers burnt, and keep 
moving. The best bet is to be using Don or Mich for this 
one. Keep plugging away and never get near when he starts 
to glow. 


beneath, ready to throw masonry at you. There's a section 
with bamboo poles. In this screen, move to the far right of the 
screen, kill the bad guys, then polish off the left-overs. Then 
there's the lasers — this is just a matter of using your ears. 
Hear one — then jump. 


4. THE GAUNTLET 
Not so much a level, more a series of end-of-level baddies. 
See “Tackle the bosses” for info on how to deal with these 
guys. 


5. THE FINAL 
SHELL SHOCK 
Look in the windows to see when the mousers will jump. 
There's only two other things to look out for — icers and 
lasers. Just keep moving and you'll avoid most of these. 


ITEMS TO BE 


BOMB PIZZA 
It's all in the timing. When you see 
one of these, stand next to it and wait 
When there are plenty of the opposi 
tion on screen, grab it and start spin- 
ning faster than a gerbil tied to a 
turntable 


Grab any that come your way. Oh! 
Except for the one by the car (see pic- 
ture) or the one by Shredder's picture 


Cte LEO аз С АТГ е 


JUIVIP KIC 


Useful for getting from side to side of 
the screen. Also useful for getting the 
first punch in. Leap, kick, and slash 
Nothing quite like it for spilling some 
blood 


ог nnum 


ево ce 


CRATES AND 
OIL CANS 
Very useful these. Wait for a couple of 
guys to surround you, then smack it 
one. That done and all you've got to 
do is get away from the incoming car- 
nage 


fen 


FIRE 
HYDRANTS 
Nice idea, but they are not much use 
Hit one and a jet of water will strike 
your opponent. Doesn't kill him, but is 
does make him a tad annoyed 


THE EOLT 


Now this is a move I love. Dash across 
the screen, then press B. Beautiful 
Just watch the guys fall. Highly effec- 
tive when there doesn't appear to be 
anything about and you know there 
are some guys coming 


SEGA CD—— 


SHOOTING 


T2. THE ARCADE GAME 


One of the most successful arcade games of recent years, Terminator 2 continues its frenetic 
shoot-'em-up action on 16-bit, and the hardcore blasting is further enhanced if you own a 
Menacer lightgun, recreating the true atmosphere of the coin-op. 


rom the dust of the holocaust rose 
the machines; metallic units with 
minds of their own which ravaged 
the earth, destroying everything in 


their wake. But there was a hero, one lone war- 


rior who led a rebellion against their tyranny, 
John Connor — but he:needs a protector, and 
that protector is you. 


LeveL 1 

This level's easy, and if your aim's hot 
enough you can make it through without 
any substantial damage. Just past the 
early stages is a wall with two soldiers 
crouching by it. Don't shoot them, 
because they're on your side and don't 
hit the wall either — it's the only protec- 
tion they've got from the onslaught of 
Terminator skeletons. In the bonus 
crates are collectable fire coolants and 
these ensure your gun won't jam. Along 
with the ammo magazines it's essential 
you pick them up. The skeleton 
Terminators require only one shot to 
beat at the start but they get harder 
toward the end. Terminators which jump 
up in front of you need a good blasting of 
around eight shots 

The end robot is surprisingly hard consid- 
ering this is just the first level, mainly 
because it takes so many hits to be 
destroyed. As soon as it rumbles on, 
repeatedly shoot the head and after this 
has gone work on the guns. Because 


EYBABE3W — Start with 25 credits 

RYGABE3W — Start with 75 credits 

RZ8AAGV6 — Infinite lives 

RGJAAGOC — Infinite energy 

Н7ВААВХО — Infinite rockets and shotgun shells 
SF4ABJXL — Start on trip to Skynet 

SF4ABNXL — Start on Skynet 


you're constantly firing use the coolant 
pick-ups that appear at the bottom. Don't 
worry about them running out as they're 
infinite. 

When you've blown away the robot's 
guns focus on the torso and then the grid 
out of which the missiles are flying. To 
easily overcome this, select a two-player 
game and keep one player's sights on 
the missile grid while the other blasts 
the body. This way the missiles that are 
let loose are instantly shot by the person 
wasting the grid. A little extra advice — 
save your own missles, the gun is suffi- 
cient enough and you want to build up a 
healthy supply for later on 


1 ЕМЕ 2 

This level inside а perilous building is 
packed with Terminators so get blasting 
and make sure you don't hit the innocent 
civilians. At the start the crates in the 
distance contain loads of missiles so 
don't miss them in the heat of the action 
After the screen scrolls you'll see two 
lamps on the ceiling. Blast them on the 
right for an extra life. 

Don't bother shooting the vertical wall in 
the middle of the room, it doesn't contain 
any bonuses as it wants you to believe 
— you'll just waste ammo and probably 
sustain a lot of damage 

The pods that fall to the ground hatch 


SF4ABTXL — Start on Cyberdyne Systems 
SF4AB2XL — Start on Freeway 
SFAABBXL — Start on Steel Mill 
AADTAAEL — Infinite ammo 


eee 


soon after landing and let fly a very 
annoying flying robot, so shoot them 
as soon as the pod comes into view. 


After the severe bombing you get at 
the start you go onto the hardest part 
in the game. You have to protect the 
truck from the incoming-fire especially 
from the Hunter Killer ships that loom 
across the sky. The truck can only take 
a few hits from these so it's vital you 
remember which side of the screen 
they appear from. It goes somethi 
like this: Left, right, left, right, right, 
left, right, left, left, left, right, right, 
left, right, left, left, right, left, right, 
left, left, right, left. Take them out 
quickly, using missiles. 


LEvrErL 4 

This level is complete pandemonium, 
mainly because the ammo crates are so 
limited. Be sparing and force yourself 
to use the minimum amount of shots 
necessary. 


Later on you can't progress until you 
Shoot a gate to the right — do it. 
Following this is a bunker full of flying 
robots and metallic green snakes. 
Shoot the snakes in the head to destroy 
them and nail the flying robots before 
they get the chance to zip about caus- 
ing trouble. Each door needs destroying 
and only then can you carry on 

Enter the same guardian that lurked at 
the end of level one. Use the same tac- 
tics as before but limit the amount of 
missiles you fire 

The pods that appear can be easily 
destroyed with missiles, and to kill two 
simultaneously, fire a rocket in the mid- 
dle of two that are close. They both 
explode and even take another with 
them, if you're lucky. 

The end guardian is a huge computer 
with terminals that fire rockets, lazers 


Left, right and moves gun- 
sight around screen 


Fire 
Missile 


No function 


— the lot. Just blast everything on the 
computer — and that does mean 
everything. If there's a small explosion 
when you strike it, it means it has to be 
destroyed. Let fly as many missiles as 
possible — it's the only way you'll sur- 
vive. 

LeveL 5 

Trigger-happy freaks will have a ball 
on this level because apart from Sarah 
and John Connor everything needs 
destroying. Be it computers, bins, fire 
extinguishers — line up your sights 
and fire! 


his level sees you with a pump- 
action shotgun instead of the missile 
auncher. Use the normal gun on the 
cabinets and computers and the 
pump-action on the armed ESWAT 
members and scientists, this way 
you'll kill the enemies straight away 
and won't waste your bullets on back- 
ground items, because like the missile 
auncher the pump-action has a limit- 
ed supply of fire power. 

At the end you'll see the T-1000 but 
you don't fight him — yet! 


LeveL Six 

Similar to Level Three, this has you 
fending off the T-1000's efforts to barge 
your armored van off the highway. 
Unfortunately, if the invading helicopter 
touches the van just once you're dead 
Shoot the chopper as soon as it appears 
— a moment later will be too late. The 
chopper hovers in from all sides and if 
you manage to get rid of it, you'll have 
to fight off an incoming truck. Blast it six 
times and you'll be on your way. 


LeveL SEVEN 

This confrontation with the T-1000 is 
quite simple. But first an easy way to 
collect the shotgun bullets is to move 
the cursor steadily left and right in the 
middle of the screen, getting them as 
they fall into sight. Don't try to get 
them as soon as they appear — you'll 
miss a lot of them. Just blast holes in 
the liquid nitrogen truck to let out gal- 
lons of the fluid onto the Terminator. 
He'll roll or walk into the liquid and 
this in turn reduces his temperature. 


Continue this to reduce his tempera- 
ture to -200 at which point he disin- 
tegrates. 


THE FINAL BATTLE 

The T-1000 will make an attempt to kill John. Alternate between nor- 
mal shells and the pump-action bullets to knock the Terminator to the 
ground. Repeat this and he'll suddenly spring up in front of you at which 
point you need to blast at his head. After you've dished out enough pun- 
ishment the metallic mutant will stagger to the far end of the platform 
Now a large gun icon floats down from the side. Quickly shoot this to 
get the missile launcher back and blow the T-1000 into the hot metal 


below. 

John is now safe along 
with the future of human 
kind — now there's a tale 
to tell your kids. 


oo 
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SHOOTING 


THUNDER FORCE IV 


This has to be one of the toughest shoot-’em-ups — good luck! 


he first piece of executive decision-making in Thunder Force IV is settling on the order in which to attack the first four 
areas (you have a choice). The best is: Ruin, Air Raid, Daser, then Strite 
But the real secret to Thunder Force IV is learning the attack patterns of the other ships so you can be sure you're 
not in their way when they come on the screen. Once you've figured that out, you've got to contend with the bosses 
Each one has a weakness. Some levels also have mid bosses, but they're not always so hard to beat as they look — and 
there's plenty of information here about them to help you 


ie Forcing through the levels 


Your boss-by-boss guide to victory ... 


LEVEL 1: RUIN 


Thundering 
Cheats 


The best cheat of all earns you 99 lives and is incredibly easy to 
access. Go to the options menu by pressing buttons A, B and C, then 
start. Select zero stock on your ship. Play the game and you'll now 
start with 99 lives. You'll also have 99 if you continue. 
That's a lot of lives! 


• е This cheat can't be used in conjunction with the first, so don't try 
both. Play the game then press start to pause. Now press up, right, A, 
down, right, A, C, left, up, B and up. You now have fully powered-up е MID BOSS: Fly between the bullets while continuously shooting the 
weapons. You can do this as many times in one game as you want ВЕНА 
я i е BOSS: The first boss isn't that hard to beat. Shoot the cannons off first, 
then aim your firepower directly at the middle. 


LEVEL 2: AIR RAID 
joypad controls 


Up/down/left/right Pauses game 
movement steers 

your ship through 

the levels 


* THE DIFFICULT PART on this level is when your ship is being targeted by 

the cross-hairs. Keep moving to avoid them — or you'll pay the price. 

* BOSS: This purple plasma boss is real annoying. The best tactic is to take 

the back first. Using your backshot power, keep your fire concentrated on 

Fires currently selected weapon the back of the ship where the missiles fly out. This takes time, but is the 
safest route. Then move around to the front and destroy him completely. 


Changes your ship’s speed 


Selects weapon system 


LEVEL 3: DASER 


ie Бази co АР 

е MID BOSS: With а whipping tail and the discs 
it shoots, you might think this was the big boss. 
Keep a safe distance, watch its moves, and 
then fire at its body section. 

BOSS: Stay toward the left side of the screen 
and avoid the missiles and fireballs. When you 
think you've defeated the spheres, another 
sphere will appear and chase you around the 
screen to distract you from the big boss. Watch 
out for the missiles that launch from its head. 
They are real fast and hard to avoid. 


LEVEL 4: STRITE 


* MID BOSS: This boss sits at the bottom of the 
level so you'll have to fly down to find it. Stay 
on the right side and use your backshot to kill 
it. When it's got just one piece left, look out! 
The red beam it releases is a warning that it's 
going to fire missiles, so move! Then go back 
and repeat the process. 

е BOSS: Watch out for the tail on this boss. 
Keep your fire concentrated on the orb in the 
middle of the body, and you'll defeat it. 


LEVEL 5 


DESTROY ALL THE ENGINES (where the flames 
are coming out) and a giant robot will appear. 
You'll also see some other ships, but they are 
here to help you. 

* BOSS: The boss is pretty simple to destroy. 
Avoid the lasers it fires at you until if flies 
away. And that's all! 


LEVEL 6 


a Е, 


* МО BOSS: Just fire at the ship through the 
gaps a few times and the mid boss is history. 
Don't forget to avoid the ice blocks flying 
around at the same time. 

е BOSS: This boss is going to take a few hits 
before it disintegrates. You need to take out the 
three points, starting with the two outer points. 
Watch out for the fireballs at the same time. 
The fireballs that split in four mean trouble. And 
don't fly down to the bottom of the screen — 
there are rocks at the bottom. 


LEVEL 7 


е BOSS: As this thing crawls onto the screen, 
fly down to the bottom and direct your attacks 
on its back. Eventually it comes up and starts 
firing at you. Stay on the upper left side of the 
screen, avoid being hit, and fire at its face. It 
takes time to destroy. 


LEVEL 8 


aa Sse 


* YOU CAN GO either up or down through this 
level. Go up, and things are tougher. To kill the 
four mid bosses, just keep blasting. 

* BOSS: Sacrifice yourself a couple of times to 
get this hoss out of the way. Shoot the black 
parts of the tentacle until they disappear, then 
fire at the thing in the middle. (Look out for the 
flies.) After you've killed this part, a bee will 
come and pick up the thing — the bee is fast 
and fires a big blue laser. Kill it, then move 
over to the right side of the screen for safety. 


LEVEL 9 


© MID BOSS: This mid boss is tough, but there 
are orbs which you can pick up from the start of 
the level and, provided you still have them, two 
power blasts will wipe it out (don't press any- 
thing for around five seconds, and then let 90). 
As soon as it dies, move to the right of the 
screen as the wall comes falling down. 

* BOSS: Fly around to the back of the ship and 
take out the laser cannons. Then go to the front 
and fire at the orb in the middle. It takes a lot 
of hits, so keep firing. 


LEVEL 10 


* MID BOSS: When the screen stops scrolling 
and the robot is firing at you, move to avoid 
him. When he falls down, move to the top or 
bottom of the screen to avoid the truly enor- 
mous fireball. You need to hit the engine behind 
the robot, so concentrate on that. 

* BOSS: Start by shooting the side off this guy. 
Watch out, though, because he tries to crush 
you against the wall. When you've shot both 
sides, he'll start to fire blue balls at you. 
Destroy all of these and he'll eventually Ше. 
And that’s the end of the game! 
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TINY TOON ADVENTURES 
BUSTER'S HIDDEN TREASURE | 


B> They're tiny, they're tooney — in fact they're altogether loony — and they re in big trouble! If 
you're having trouble helping Buster find his bounty our playing guide is bound to Бе useful! 


his is a license of a cartoon series, and a brilliant cartoon series it is too. The game is also a beauty. Fantastic animation, 
gripping gameplay, and a huge number of levels. A platform game, pure and simple — it's also extremely hard, which is why 
we've produced this action-packed guide to help you through even the most frustrating levels. So, it's time to suspend reali- 


ty and take a trip to Toon Town with a little blue rabbit called Buster 


LEVEL 5 LEVEL 7 LEVEL 8 


PASSWORD: MMBK DOLL DLBG LLDD LDTV 


PASSWORD: УВВВ MDLL LLBB DDLL LOMO 

THE EXIT 1$ directly above the start of this level. Go 
around the level in an anti-clockwise direction. Keep to 
the top of the screen when you travel to the left. When 
you're on the wooden platforms the exit is directly 
below you. 


PASSWORD: UBBB DDLL LOBB LLLL 1000 
ас сте КЖ 


a HEX 


LOOK FOR THE collection of carrots that spell the word 
TINY. The last tree after this has a cliff face. Again, 
you'll find a secret room with a health bonus. 


SER 
фа au 
LOOK FOR THE tree right next to the cliff face. Drop 


down next to the cliff face, pushing right to find a 
secret room containing a health bell. 


LEVEL © 


+ 


PASSWORD: GBBB TODD LLBB MDLL LLDD 
KEEP JUMPING FROM block to block on the right-hand 
side. 


PASSWORD: HUBB 0000 DDBK DOLL LDTN 


* Left and right. Use 
diagonals to crawl 


USE THE ROPE along the top of the screen, at the begin- 
ning of the level. Gain 50 carrots and an extra helper. 


SEGA 


* Slide while Jump; swim 
running fast underwater 


* Use special 
helper 


LEVEL 14 


LEVEL 10 


PASSWORD: ZBBB TGLD LDBB TLDL LLNG 


PASSWORD: МНВВ TZKD LOBB TZGD LLTM 


TO THE RIGHT of the stone ball, there's a secret room 
containing a special helper. Drop down the right-hand 
side of the blue monsters’ sleeping chamber, for here 
you find an invincibility bonus. To the right of the first 
grey step there are two secret rooms with tasty bonus- 
es. To travel right at one point you have to crawl. 


LEVEL 11 


WHEN FALLING THROUGH the crumbling levels, stay to 
the left to ensure you don't fall into the lava. Watch out 
for the flame monsters after you pass the first spike 
dropper. After you've fought your way past the proces- 
sion of flame monsters, kill the green monster. Just to 
your left you see a passage up. Use a couple of wall 
bounces to get the extra health on offer. 


LEVEL 15 


PASSWORD: Not needed 
SPEED IS ESSENTIAL here. Just climb like a squirrel, or 
the lava will catch up with you. 


PASSWORD: РВВВ TKLD DLBB TGDL DLNV 


LEVEL 16 
SPECIAL LEVEL 
PASSWORD: ZBBB TZBG DDBB TZBD DLRR 


JUST KEEP CLIMBING to the top of the screen, and drop 
on Splicer's head. 


LEVEL 17 


DROP LEFT AT the waterfall. There's a secret room here 
with three hearts and an extra life. Watch out for the 
grey moving platforms. They have a nasty habit of drop- 
ping into the lava. 


PASSWORD: PRBB TZBK DLBB TZBG 0087 
SWIM THROUGH ALL of the outlets at the bottom of the 
pools. At the waterfall, stick to the left-hand side. Here 
you find a target. Jump on this and you're taken to a 
bonus screen. The exit is just to your right. 


LEVEL 18 


PASSWORD: YRBB TZBB DDBB TZBK LLRG 

THIS LEVEL IS more of a special scene than a game. Go 
over the masts and head for the bottom. There's a bell 
on offer next to the knights that look like jugglers. At 
the end of the level, you have to deal with Montana 
Max. Опсе he pops up, stick to a block next to the hole 
he's made. 


BIT OF UNDERWATER fun here. Not too much of a prob- 
lem, just travel right, down, left, down, right. Then you 
have land above you. Before heading off right again for 
the exit, use the steps to the left to gain extra health. 


LEVEL 19 


PASSWORD: ZRBB Т2В0 DLBB Т2ВВ DLRX 
JUST CLIMB TO the surface — avoiding the sharks — 
and the exit is on your right. 


LEVEL 13 
SPECIAL LEVEL 


PASSWORD: QHBB TZGL LLBB TZDL LOZM 
WAIT FOR PLUCKY to make his big hit. Dr. Splicer drops 
lower then. This is the only time you can get an еНес- 
tive hit on him. 


LEVEL 20 


PASSWORD: ZHBB Т2В0 СОВВ TZBW DLHY 

SNOWMEN COME DOWN the hill. Just wait at the bot- 
tom and kill them when they come too close. A gold 
bell waits for you in the clouds to the left. The exit is in 
the clouds to the right. Make it fast — they crumble. 


LEVEL 21 


PASSWORD: VNBB TZBQ KLBB TZBQ GLJY 


GO UP THE slope to the right, or over the platforms. The 
latter is the safest option. Don't forget you can jump in 
spike droppers as though they were a moving platform. 
Use the cannon to get you closer to the exit. 


LEVEL 22 


PASSWORD: KJBB TZBW ZLBB TZBW KLMM 
SPEED AND CARE here. Speed on the blocks, care on 
moving snow. Watch the ground, spikes crop up a lot. 


LEVEL 23 


SPECIAL LEVEL 


PASSWORD: XJBB TZBW ZGBB TZBW ZLTB 
MORE HEAD-BANGING fun. Watch out for the sucker. 


LEVEL 24 


PASSWORD: JJBB TZBW ZGBB TZBW ZLTB 

KEEP HEADING UP. Use the elevator to its full potential 
— both right and up. Avoid using springs-where possible. 
When you reach the sideways spring, head down. 


LEVEL 25 


PASSWORD: Same as 24 
SIMPLY A ZIGZAG down. Watch out for those hammers! 


LEVEL 26 


PASSWORD: Same as 24 
JUST FIND THE path using wall jumping. Once you're 
up, crawl right and use the door. Then it’s just up and 
use all the doors you see. 


LEVEL 27 


PASSWORD: Same as 24 
JUST RUN AWAY from Elmyra. Time your jumps or you 
end up back in level 24. 


SEGA <>— 


he control room buzzes with an air 
of electricity as the X-MEN 
assess their next mission 
Unknown dangers face them in 
many forms: warriors, mutants, super villains 
— all deadly and without a hint of mercy. So 
prepare to take the team from one extreme to 
the other. Keep your wits alive and your pow- 
ers at hand, you just don't know what could 
happen 


Prepare for the ultimate team of Marvel heroes — the X-Men, mutants on a mission of justice. 
These vigilantes are pitted against foes straight from the comic in this all-action Sega 16-Bit 

game. Through savage lands and dangerous asteroids your mission is to save the world from the 
evils that are corrupting it. 


THE SAVAGE LAND 


From the start, be constantly on your guard; you never 
know when something might leap out at you. 

Walk left and go into the nearest cave entrance, keeping 
low at all times. Punch the switch that's here, as it 
opens up many areas later on. The second entrance has a 
very useful power-up within it, so don’t pass it by. 


ft! = 


Walk through the waterfall at the top and hit the switch- 
es on the high platforms — these take care of many 
obstacles. Take care when going through the waterfall 
— if you slip a set of spikes will impale you. 

Further on comes Juggernaut. Stand on the tree branches 
just above his head, and as he jumps move out of the 
way and smash his head. Juggernaut is easily defeated 
this way. 

Head right, dash across the elevators and get into the 
building (just smash your way in). The disappearing plat- 
forms shouldn't pose much of a problem, if you time 
everything right. 

Ma Belle Zaladane is the end guardian and she likes to 
jump around with airborne moves. To finish her, keep 
back as she leaps into the air, and when she lands go for 
the legs. 


AHAB’S FUTURE WORLD 


The quards that roam around this stage only die when their heads have been cut off and it takes three hits to leave 
them in this state. Other obstacles to watch out for are acid pools, damaging gun turrets and holes in the floor. It may 
be cowardly, but avoiding the carnage by getting to the lower areas of the level is the safest thing to do. 

In this level is a large pit — under no circumstances should you attempt to cross it. Instead, pick up the Iceman item 
along the way and use it to create an ice bridge to cross the chasm. 

The forcefield before Ahab's appearance can be overcome if you use the high platform and drop down from the right. 


When he shows up. go for Ahab with all you've got. 


SHI'AR EMPIRE 


From the start, collect the key and use the door on the 
left. Use the elevator and pick up the key on the right. 
At the bottom, go through the last door to the right 
before collecting the key. Go left and use the elevator; 
follow this by walking right. Get the power-ups that are 
set against the background by moving to the platform 
below and entering the door on the left. 


Now, repeatedly jump up and right. Underneath the third 
spaceship lies a switch. Flick this to gain an important 
key. Throughout this section enemies ride around on 
space hovers. Kill them before they have a chance to 
menace you. 

You'll notice a spaceship that starts to take off. Get on 
it and make sure you don't fall off, avoiding the incom- 
ing meteors at the same time. Jump off the ship (when 
it lands) and walk right. When you find a gap in the 
roof, use it. After clambering through go left and into the 
hole to the left. 

The end guard here is Deathbird and he's dangerous. 
Don't get trapped by him and keep well away when he's 
charging up — touch him and you'll receive a spine- 
jerking shock. Use the air to deliver a load of flying 
attacks. 


IVIOJO'S CRUNCH 


This level is where things start to get tough. To begin 
with, stand underneath the TV screen before jumping 
over the flaming columns. The platforms that constantly 
vanish and disappear should be handled with care, but 
the time limit is pretty tight so don't hang around. 

The final guardian is Mojo, a flying fiend. Jump across 
the platforms while lashing out at every opportunity. 


ASTEROID M 


The best character for this stage is the hard-hitting 
Cyclops, so select him. When starting set off to the left 
and you'll find a switch. Flip this to open a convenient 
door on the right. Stop on the edge of the platform that's 
through the door, and jump onto the platform when it's 
within reach. Continue this, and you'll see a door and 
accompanying switch. This reverses the direction in 
which the platforms move and summons an elevator. 

Use it to go up, press the switch and go through the door 
that has just opened. Once in, head right, jumping the 
gap between the platforms. Iceman is needed to cross a 
few more dangerous pits so call him up. You also need 
to call up Nightcrawler; do so on the first platform after 
Ice has been used. Now teleport to get closer to 
Magneto. 

Move right using the upper way across. When you see 


Magneto, wait for his shield to go down, swiftly move in 
close and smash away. Dodge back after a short while 
and repeat the performance. If you can perfect this, 
Magneto will be history. 


EXCALIBUR’S LIGHTHOUSE 


This is another tough level featuring some gruesome surprises. First come falling rocks — move out of the way as 
soon as you see them fall. To kill the Sabertooth, hit out as it leaps at you. It repeats this so just duck and keep firing. 
From here, go right and punch the sword that's fixed in the stone. 

Once in the lighthouse smash away at the switches and go to the lower left part of the level to reach a valuable pair of 
X-ray glasses, which enable you to spot the enemies. Don't take too many hits — you'll lose them. 

There's another Juggernaut to fight off, but this one's easier to destroy. Once past him, go right and down to find an 
elevator which leads directly to the Apocalypse. To stand a chance against this monstrosity, stay back until he takes 
time to catch his breath. As soon as he stops for a rest, hack at his legs. 


ACTION REPLAY CODES 


FFDG2DOOFF — INVINCIBILITY 
FFDG2BOOFF — UNLIMITED ENERGY 
FFDG2DOOOO — INVISIBLE MIAN 
FFDG2700FF —— MOVE TO NEXT LEVEL 
EVERY TIME HERO IS HIT 
0000060210 — OPENS GAME FOR 
PLAYERS TO FIND THEIR OWN CODES 
0001 Е04500 — ENABLES US CART TO 
WORK ON UK MACHINE 


joypad controls 


е Move * Pauses game 


left, right 
up, down 
and duck. 


* Jump/spin 
* Special attack/back-up team 


EGA «52— 


Um 


THE BEST OF 
THE REST! 


AIR DIVER 


To access a great invincibility cheat for this game go to the map 
screen and put the cursor where there are no enemies. Hold start and 
press A, B, C, B, A, А, B, С, B, A and B. Press the start button until the 

game begins and invincibility will be yours 


AISLE LORD 


AVOID ENEMIES: 
Select the configuration option from the title screen and with the cur- 
sor on "SE МО” press A, B, C, C, B, А, В, A, C, A, C, B, A. The screen 
flashes if the cheat worked 


From the title screen reset the machine ten times. Hold down the left 
and down diagonal while entering the option mode. You'll now 
discover a level select 


ARCUS ODYSSEY 


DOUBLE ITEMS: 

To get double the number of items, start the two-player game and kill 
one off immediately. To get the password skip input the code 
EEEEEEEEEE and — hey presto — you will now start on level five 
with six reverse dolls 


ASSAULT SUIT 
LEYNOS 


For invincibility on this strangely named game simply press start on 
pad two while playing the game 


BAD OMEN 


To get 99 balls simply do the following. During the title menu press A 
and C together, then press start. The screen switches and you will 
now notice that your ball stock is up to 99. 


BART VS THE 
SPACE MUTANTS 


To get your hands on Moe without the risk of taking a hit, you have 

to stand on the stool, put your coin in the phone box as normal and 

now do the following. Press LEFT and C together, Bart will skid off 

Touch only button C, but keep left pressed until you pass the door. 
Stop, and wait for Moe to come out and spray him 


BULLS VS 
BLAZERS 


Enter the password as JXWP6BBO and you will now be the world 
champions with the Chicago Bulls. Enter the code as СХОСОВВА and 
you will be in the final with the Bulls playing the Blazers 


Ротомз: 
1 green, 1 clear — invincibility 
2 clear — swap hour glass 
1 red, 1 clear — restart point 
2 blue — invisibility 
1 blue, 1 green — slows enemies 
1 green, 1 red — fire bombs 
1 red, 1 clear — fire sword 
2 green — air sword 
2 red — fire sword 
1 blue, 1 clear — jumping boots 
1 blue, 1 red — earth sword 


To get the level select press reset, hold down button A and press 
START. You will then enter the configuration mode and choose the 
level you can start on 


DANGEROUS 
SEED 


Start the game and then from the opening demo press the joypad 
sequence LEFT, LEFT, LEFT, UP, DOWN, RIGHT, LEFT and RIGHT for 
99 credits 


DARIUS 2 


ZONE SELECT: 


If you want to try the later levels without the hassle, press С, А, С, В, 


С, A,B, A, В, С, Aon the title screen for a stage select 


DEVILISH 


This tip will let start the game with 99 balls which should make the 
game significantly easier. Hold down A, B, C and LEFT on the joypad 
when the title screen is displayed 


DINO LAND 


Here's a strange cheat for this average pin-ball game — it's not that 
much use but it looks good! When the Wolf Team logo appears, hold 
down A, B, C and press START. A test pattern will now appear. 


DRAGON’S FURY 


To get 2,000,000 points right away launch the ball and hold down 
both flippers. The ball should now pop into the head straight away, 
this should work every time you launch a new ball. This will give you 
a good score without doing a thing! 


EL VIENTO 


The level select for this game goes something like this. During the 
game pause then press UP, LEFT, RIGHT, DOWN and B. You will now 
be off to the next fun packed level 


ERNEST EVANS 


If you are having trouble with a particular level then this tip will 
allow you to skip it! Pause the game and press UP, A, DOWN, LEFT, 
A, RIGHT, B and then unpause the game. And it's next level ahoy!! 


EUROPEAN CLUB 
SOCCER 


The password for the final match is - AG3UAA61AA. If you want to 
have harder kicks for all your team enter the password as THREE 
SHREDED WHEAT 


EVANDER 
HOLY FIELD’S 
REAL DEAL 
BOXING 


To defeat the now ex-champ, simply stay close to him and alternate 
between left and right hooks, this will result in the match being 
stopped and you will win on a technical knock-out 


F 22 
INTERCEPTOR 


Here are some codes for this excellent flight sim 
Russian challenge - KSQGIV 
Aces challenge - MHO1K1 
Iraqi challenge - СТОЕВУ 
American challenge - 6РСЕ02 


FERIOS 


To get extra credits simply do the following. Start the game as usual 
and when chapter 1; DEVIL IN DIROS appears on screen, enter the 
sequence C, A, B, A, C, A, B, A and you will now have a very handy 

nine extra credits 


GALAHAD 


To access the level skip cheat on this excellent platform game do the 
following. Press A, B and START together. For invincibility type 
LTUS on the password screen 


Here are the level codes for this top platform game 
Level 2 - NASHWAN 
Level 3 - COYOTE 
Level 4 - FOXX 


GRANADA 


On stage two you can fly outside the ship by driving off the edge as 

the exact moment the timer hits 000. You can continue flying until 

the timer runs out again. This will make the completion of this level 
much easier 


GRANDSLAII 
TENNIS / 
JENNIFER 

CAPRIATI TENNIS 


Enter the password as CONFIG and as many dots as are needed 

to fill up the rest of the spaces. The game will now fade into a 

config mode and you will be able to change attributes and other 
player levels 


GREENDOG 


To kill the tricky skeleton on this average platformer fire your disks at 
him and dodge left and right to avoid him. When he breaks in half go 
to the left-hand side of the screen and hit him. Keep doing this and 


he will die without much more trouble 


THE LAST BATTLE 


A secret continue is to be found here. When the game is over, hold 


A, Band C while hitting start four times. You can only do this after 


you have completed the first chapter of the game. You will continue 


on the last chapter you completed 


LOTUS TURBO 
CHALLENGE 


If you want your Lotus to go even faster than it should then type in 


your password as SLUGPACE on the relevant screen, but don't forget 
to slow down on the corners! 


MUTANT LEAGUE 
FOOTBALL 


When running with the ball try and get as close as you can to the 

mines and other such things which litter the Mutant League pitch 

This way more often than not one of your pursuers will fall onto the 

mine and injure himself! This makes it easier to get to the end zone 
and in a game like this you need all the help you can get 


NHLPA HOCKEY 
793 


Here's a tip to make it much easier to score goals on this excellent 
sports sim. Skate up the centre of the rink and head straight towards 
the goal minder, now hit the pass button and more often than not the 

puck will go straight into the net 


OUTLANDER ROLLING 


Here are the passwords for this дате TH U N DER 2 
Level 1 - FYBY10ZFQ24000 Here are the level codes for this excellent Беа!- ет-ир 
Level 2 - 8SD020JCYY8CZ8 Round 1 - A PRIVATE THUNDER CREATED THE POWER 
Level 3- P6SHOSK7YCKCX Round 2 - A CURIOUS RAINBOW LEARNED THE FUTURE 
Level 4- T22Y215909YK80 Round 3 - A MAGICAL ISOTOPE BLASTED THE DEVICE 

Round 4 - A PRIVATE LEOPARD PUNCHED THE NEURON 
Round 5 - A SLENDER FIGHTER ELECTED THE GENIUS 
Round 6 - A DIGITAL RAINBOW MUFFLED THE SECRET 
Round 7 - A LOGICAL THUNDER SMASHED THE POWER 
Round 8 - A ROLLING MACHINE DESIRED THE FUTURE 
Round 9 - A SLENDER NUCLEUS BLASTED THE TARGET 
Round 10 - A CURIOUS ISOTOPE CREATED THE KILLER 

Round 11 - A NATURAL PROGRAM DESIRED THE NEURON 


: ia m E їн 


To get the stage select for this average shoot-'em-up go to the sound 
test option and perform the following order. Sound 1, twice, sound 9, 
once and sound 2, once. A new sound select will appear under the 
exit. Now choose any one of the levels as a start point 


S'TOHRIVILORD 


To get the level skip for this game do the following. Pause the game 
PGA TOU Fe (GOLF | У № and then press C once, B three times, A four times, C two times and 
finally A four times again to skip to the next level. This way you will 
This is a clever little tip which will mean you'll never drop any shots be able to see all ten stages in this tough game 
When you have made a birdie or better, save your game to that point 
Now on the next hole if you drop a shot you can restart from the last 


SUPER OFF ROAD 
hole and still have the shot in hand, this way you will never drop any 


shots making a tournament victory just a matter of time If you're beating your enemy by a long distance, stop just short of the 


finishing line and creep across just ahead of him. This stops your 
opponents getting too much better next race (they're gauged on how 
far you beat them by) 


‘SUPER SMASH T.V. 


When you've entered a room and you've wiped out almost everyone 
leave one guy alone and avoid him. Now the room will begin to fill up 
with weapons and extra gifts, you can collect as many as you like 
just don't kill the guy or you will go onto the next level 


TEAM USA 


BASKETBALL 
PUTT AND PU T T ER Here are some codes for this average sports sim 


CIS vs Yugoslavia - P4T3DB9 
To get the level select for this alternative golf game simply wait until Angola vs Yugoslavia - ODR7BBO 
the sega logo appears. press DOWN and LEFT on the joypad, you / 


Australia vs Italy - ROT7LBY 
should now be able to select any level you wish USA vs China - SXT7RCO 


Un 


EGA <>— 


TECHNOCOP 


There is a life regeneration cheat to be found in this game. While in 


a building searching for the criminal, pause the game and press C ten CARIVIENI SANDIEGO? 
2 


times, А five times, B twice and A ten times. Press start to resume 
the game. You should now hear "Techno Cop" spoken after pressing 
C ten times 


THUNDER PRO 
WRESTLING 


When you run out of continues and the screen displays the words 
‘GAME OVER’ press UP and C to gain yourself three more continues 
This will mean you can get just that little bit closer to completing the 

game 


TROUBLE 
SHOOTER 


If you want to get the level select for this game, press C, RIGHT, and 
START together on controller two, when the title screen is displayed 
Now press RIGHT, C and START to advance a level 


TWIN COBRA 


Pause the game and press UP, DOWN, RIGHT and LEFT. Now press 
and hold down A and unpause. You will now have a fully powered up 
ship. Also if you press UP, DOWN, RIGHT and LEFT and then press 
start you will now be able to select your level 


TWO CRUDE 
DUDES 


This is a strange tactic but works surprisingly well. Choose a two 
player game and control the first character and use the second as a 
throwable weapon 


WANI WANI 
WORLD 


When the SEGA logo appears, press the reset button twice and when 

you start the game instead of normal lives being displayed at the top 

there will be four question marks. This will mean you have now got 
infinite lives 


Time Patroller - ОВНВКОВ 
Time Investigator - XXNBBMM 
Time Inspector - DNDKJGD 
Time Detective - REXKGND 


Here are some passwords for this excellent adventure 
Ace Time Dick - LHMNFGF 
Super Time Sleuth - MJDFSGG 
Capture Carmen - MJDFPDG 
Game Over - JHBHHXS 


WHERE IN 


TIME 15 CARMEN 


SANDIEGO? 


Here are some codes to help you through the game 
Ace Time Detective - LHMNFGF 
Capture Carmen - MJDFPDG 
Super Ending - JHBHHXS 


WORLD CUP 
ITALIA зо 


Here are some game genie codes for this mega soccer game 
AJZA BE3G - Each goal is worth two 
A2ZA BE3G - Each goal is worth six 
ATYA BE32 - Time goes four times as fast 


WRESTLEBALL 


On the team selection screen, hold B and keep pressing DOWN for 
four more hidden teams. Also enter the password КУУбЕМ to get the 
near unbeatable karate team 


To get the extra options simply do the following. On the player selec- 

tion screen, press in sequence UP, UP, DOWN, DOWN, LEFT, RIGHT, 

LEFT, RIGHT, A and B. Press the sequence slowly otherwise the cheat 

will not register. You will now have extra options on the menu, these 
include unlimited continues and demo play 


ДАМ T" over 7O of the Hottest 

Nevw Sega Genesis Games! 4—43 

Inside you'll find full-page spreads with in-depth solutions to 35 of the most 
intense new games for the Sega Genesis system, plus secret codes and hints for 

over 35 more hit games. Step-by-step sequences take you through the | 

hardest levels. Special power boosts and extra lives help you beat the toughest 


bosses. Secret codes and cheats take you through every level to the end of the дате. 1 1 


> Awesome Full-Color 


Graphics on Every Page 


Action-adventure, role-playing, combat, sports—the best games of every type are 
ripped wide open in the pages of this OFFICIAL SEGA GENESIS guide: 


Air Diver * Aisle Lord * Aleste * Alien? ® The Aquatic Games * Arcus 
Odyssey * Assault Suit Leynos * Bad Omen * Bart vs The Space+——— 
Mutants * Batman: Return of the Joker * Batman Returns ® Bio Hazard 
Battle е Bulls vs Blazers • Chakan * Cool Spot е Curse * Cyborg 
Justice ® Dangerous Seed * Darius 2 * Devilish * Dino Land * Dragon's 
Fury * Ecco the Dolphin * El Viento е Ernest Evans * European Club | J 
Soccer * Evander Holyfield's Real Deal Boxing * F22 Interceptor * Ferios 
* Flashback * Galahad * Global Gladiators * Gods * Granada * 
Greendog * Indiana Jones and the Last Crusade * James Bond 007: 

The Duel * Jennifer Capriati Tennis * John Madden '93 * Jungle Strike * 
Krusty's Super Fun House * The Last Battle * Lemmings * LHX Attack———— 
Chopper * Lotus Turbo Challenge * Mega-Lo-Mania * Mortal Kombat * 
Mutant League Football e NHLPA Hockey '93 * Out Of This World *———1— 
Outlander * РСА Golf || * PowerMonger * Predator 2 * Putt and Putter * 
Road Rash II © Rolling Thunder 2 • Rolo to the Rescue * Shadow of the 
Beast || * Steel Empire * Stormlord * Super Off Road * Super Smash 
T.M. * Sonic the Hedgehog 2 * Speedball 2 * Splatterhouse 3 * Steel | |- 
Empire * Streets of Rage 2 * Sunsetriders * Super Kick Off е Super Off 
Road е TaleSpin * Team USA Basketball • TechnoCop * Teenage 
Mutant Ninja Turtles: The Hyperstone Heist * Terminator 2 * Thunder | | — 
Force IV е Thunder Pro Wrestling * Tiny Toon Adventures: Buster's 
Hidden Treasure * Trouble Shooter * Twin Cobra * Two Crude Dudes ®———— 
Wani Wani World * Where in the World is Carmen Sandiego? * Where in H 
ВА Time is Carmen Sandiego? * World Cup Italia '90 * Wrestleball е X-Men^1 —1 - 
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